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How to avoid papigyour bills. 

JL J i^J J by Man Greenspan 




Man Greenspan, Famous Economic Advisor 

"The other day a prominent politician 
in the executive branch of our government phoned 
me up. 

'Alan, he said to me.'the budget is a mess! 
No joke! I said. 

'Not that budget! the prominent politician 
continued. 'My budget. My checkings overdrawn. 
They're threatening to disconnect my phones. I even 
got into a shouting match with my wife 
when I tried to lay off the servants. 

'Civil?' 

'Not very. And I think I'm about to 
be audited. What would I show them? 
Who keeps receipts for embassy parties?' 

At this point, we were discon- 
nected. And although it was too late 
to teach proper money management 
to this prominent politician, there is 
a lesson all of us can learn from his 
misfortune. 



Greenspan 

Everyone has to pay their bills, 
and nobody likes to do it. 

You can keep file folders full of bills, 
drawers stuffed with grocers' receipts, 
envelopes brimming with cancelled 
checks, and at the end of the month, 
it still takes hours to figure out just 
where your money has gone. Not to 
mention how long it takes to straight- 
en things out at the end of the year. 

Well, after years of financial 
consulting, I've discovered a way to 
avoid paying your bills: let an Apple" II 
Personal Computer pay them for you. 

There are several advantages to 
letting an Apple handle your finances. 
It will saw you time. 
It will organize everything. 
It will tell you, at a glance, 
exactly what is going on with your money. 

It will pay your bills, and never send you any 
And now I'd like to turn the page over to those 
nice people at Apple, who will explain, in their own 
excruciating detail, just what I'm talking about 

Hie Apple II and the Home Budget. 

With software programs like The Home Accountant 1 " 
and Dollars & Sense!" the Apple II makes 
it easy to set up household books. First, 
it will ask you some questions about your 
home finances. Like how much money 
you bring in each month, how much rent 
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holders, or any other surly 
characters. Then, it will ask 
you to enter some of the 
bills you receive each month 
whose prices may vary: 



phone, utilities, and the like. Then, it will ask you 
where you keep your money and for the numbers of 
your various checking and savings accounts. 

That's really all there is to it. After that, an 
Apple II can automatically write checks for all your 
fixed expenses each month. It will also tell you 
what other bills you can be expecting, and when you 
enter their costs, an Apple II will pay them, too. 

An Apple II will see to it that your checkbooks 
remain balanced, and that you'll know when your 
expenses are about to exceed your income. It can 
even help you plan to buy a new car. Or a home. 

Or a fiir-lined boat, if your budget permits. 

How to avoid your 
banker/ 

After the Apple II writes 
your checks, it can call 
your bank with the help 
of your telephone and 
an Apple modem. And 
faster than a teller can 
say "Next window, 
pleased' you can find out all your balances, enter de- 
posits, see what checks have cleared, transfer money 
from one account to another, and even pay off 
some of your credit cards and other bills electroni- 
cally—without ever writing a check. 

So the only time 
you'll have to go to the 
bank is when you 
want to visit with your 
money personally 
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using an Apple modem, you'll gain instant access to 
financial news sources like The Wall Street Journal, 
Barrom, and the Dow Jones News/Retrieval* service. 
Find out what they've been saying on Wall Street 
Week. And in most cases, get up to the minute price 
quotes on over six thousand stocks, options, and 
other securities. 

An Apple II lets you buy and sell securities right 
in your home or office, at the moment you want to 
make the trade. It automatically updates your port- 
folio and gives you detailed holding reports. It even 
produces charts and graphs, so you can quickly see 
how you and your investments are doing. 

A little tax relief. 

If you become perturbed everytime the subject of 
doing taxes comes up, an Apple II can do them for 
you with programs like Forecast™andTax Preparer™ 

It can store your records, plan for the next 
year, and calculate your taxes. 

You'll be alerted to payments you've made over 
the year that may be tax-deductible. It even keeps 
year-round records, automatically updating totals 
and making corrections for you. It will even print 

out completed tax 
forms that the I.R.S. 
will accept. 

And it can do 
about 10.000 other 

\\"l->i/- , l-i wr\ia -i /<aw numagiyourenlne stock port/otto uMtmipttni s like Dow Jones Investor's Vbrksboff and darks Schwab f u- f . n r 
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ed to taxes or this ad. So there's no telling how far 
an Apple II can take you. 

"Well, I think that about covers it. And what if, 
after all of this, you still have some money left over? 
Congratulations. You're doing a lot better than 



U7//> <mr Scribe color fftiftljics printer. you can 
automatically print out your am check— 
not to mention reports, pa/trs. almost anytbittg. 
Except money. 




done in moderation, we can recommend most highly 

The Apple II and making money 

An Apple II can do wondrous things for your person- 
al finances. With several different software programs, 
you can become your own stockbroker. Again, by 



the government." 
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Illustrator 

It draws, paints & prints your high 
resolution illustrations with ease. 
Works with any standard input 
devitiaincluding touch tablets, joy 
sticks, light pens, mice & profes- 
sional graphics tablets. 
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EDITOR'S NOTE 

FOR A CHANGE... 



Exactly two years ago we compiled 
our first Buyer's Guide to Comput- 
ers for the premier issue of family 
computing. We'd learned that the 
most pressing question on the 
minds of prospective readers was 
"What computer should we buy?" 
Our guide would help to answer that 
question. 

Now, our Buyer's Guides to Com- 
puters are one of the magazine's 
most popular features. It's a favorite 
of both those thinking about buying 
their first computer, and experi- 
enced owners. 

But now, added to the questions 
about the power of the machine, 
software availability, and value, loom 
questions about the future, or stay- 
ing-power, of each computer brand. 

None of us foresaw the extent of 
the upheaval that would, before 
long, set upon the computer indus- 
try, especially the home segment. 
From the very start, we resisted us- 
ing the term "home computer," 
sticking to our commitment to cover 
the wide range of computers that 
were being adopted for home use. 
We also believed that increased so- 
phistication on the part of computer 
owners would lead to the use of 
more powerful machines. 

But while we talked about the fact 
that the world of computing was just 
emerging, and that we were part of a 
phenomenon still in its infancy, we 
forgot what that would inevitably 
mean. We lost sight of the implica- 
tions of growth and change. Not 
many of us gave much thought to 
the fact that some computer brands 
would disappear, that others would 
become standards for at least a peri- 
od of time, and that leadership in 
the industry would revolve. 

As a result of these changes, we 
have had to alter our plans as well. 
We can no longer cover all the ma- 
chines that are no longer in produc- 
tion. For example, in order to run 
machine-specific programs for a 
computer, advertising revenue is re- 
quired to help pay the enormous 
costs of translations, printing, and 



paper needed for those programs. 
Arriving at this decision was a long 
and painful process. 

As many readers noticed, starting 
with the April issue, we were no long- 
er able to run programs for Timex 
computers; we've also reduced 
the number of programs running for 
the TI-99/4A. From time to time, we 
will run articles on modifying pro- 
grams for various computer brands. 
We hope that many of our general 
articles, which do not depend on 
brand, still will help all computer 
owners. 

Everything about the computer in- 
dustry is fast-moving, which isn't al- 
ways to the immediate benefit of the 
consumer. But changes in brand 
dominance always have been part of 
technology. My father always longed 
for and dreamt about the splendors 
of a Packard automoblie he owned in 
the 1930s; we were still watching TV 
on the Stromberg-Carlson television 
set we had bought in the 1950s after 
it was no longer manufactured; and 
some people still call their VHS VCRs 
Betamaxes, since it was Sony's tech- 
nology that prevailed when the in- 
dustry was forming, and for some, 
the name just stuck, along with the 
phenomenon. 

Computing's going to stick, too. 
And that's in the home as well as in 
school and at the office. And all of 
us pioneers will be glad we were 
among the first to take a chance on 
the technology that, more than any 
other, can revolutionize our lives. 
We'll keep publishing our Buyer's 
Guides, software and hardware re- 
views and features, and shopping 
tips to help you keep up to date. 

I don't know about you, but I'll 
never go back to writing these notes 
on a typewriter, and I'm not one to 
yearn for the days when I sat staring 
at a blank page on my legal pad. Ill 
stick with the computer. 

CLAUDIA COHL 
EDITOR-IN-CHIEF 
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BEHIND THE SCREENS 

PEOPLE, NEWS, AND TRENDS edited by jum rogozmca 



Trading On-line 

You just received a hot tip from a 
friend who's a financial wizard: Sell 
your pork bellies and buy Gourmet 
Dog Food stocks. But, it's Saturday 
and your broker's office is closed. At 
this rate, you'll never make the 
Forbes 400 Richest People in America 
list before the age of 40. 

Don't fret about your missed mil- 
lions; there's help for the savvy 
investor. 

On-line information and trading 
services now are available via Compu- 
Serve and The Source. Though they 
won't advise you how to make a mil- 
lion, they can save you time and 
money and eliminate the need for a 
broker. Through Max Ule & Co. 
(CompuServe) and Spear Securities, 
Inc. (The Source), firms specializing 
in electronic securities transactions 
and investment information services, 
you can review up-to-date informa- 
tion on thousands of companies, 
and buy or sell publicly traded 
stocks, bonds, or options on the NY, 
American, and regional stock and op- 
tion exchanges, or in the over-the- 
counter market. After completion of a 
transaction, you receive an on-line 
confirmation, and written verifica- 
tion by mail. Your on-line financial 
portfolio also will be updated auto- 
matically. 

In order to make use of these on- 
line investor services, however, you 
must be a member of one of these in- 
formation services and establish an 
account with the appropriate finan- 
cial firm. You will have to pay com- 
mission charges based on the princi- 
pal amount of trade. However, both 
services offer discount rates — up to 
70 percent less than full-cost broker 
commissions. 

For more details, call the following 
numbers: CompuServe: (800) 848- 
8990: The Source: (800) 336-3366; 
Max Ule & Co. (800) 687-0705; and 
Spear Securities (800) 821-1902 or 
(800) 321-61 16 in California. 

Gadzooks! ^ ^ 
Comic 

The comics have always been a me- 
dium quick to reflect changes in so- 
ciety, so we knew it wouldn't be long 
before computers found their way 




Shatter fighting for peace in Daley City. 



into the funny pages. The graphic 
magic of Apple's Macintosh and the 
talents of First Comics, Inc.'s Mi- 
chael Saenz and Peter Gillis have 
been combined to bring us SHAT- 
TER — the world's "first computer- 
ized comic." 

Working from dialog that Gillis 
composes on an Apple III, Saenz 
draws and letters each panel of 
SHATTER using MacPaint then col- 
ors the hi-res, black-and-white print- 
outs by hand. SHATTER'S panels are 
richly textured and shaded, empha- 
sizing the jagged, "computery" quali- 
ty of Mac art. 

The strip chronicles the adven- 
tures of one Sadr al-din Morales (aka 
"Shatter"), soldier of fortune and 
part-time detective, as he patrols the 
blitzed-out, megacorporate night- 
mare of 21st-century Daley City 
(Chicago), fighting for peace, profit, 
and an occasional glass of Coca- 
Cola. SHATTERS metropolis is remi- 
niscent of the Los Angeles portrayed 
in Blade Runner. It's a place of aim- 
less violence and dark intrigue, 
served by a technology gone wild. 

After the special premier issue. 
SHATTER will temporarily become a 
monthly feature in the First Comics 
series, Jon Sable, Freelance. Ac- 
cording to editor Mike Gold, SHAT- 
TER will return in fall '85 as a full- 
length book. For more information, 
write First Comics, Inc., 1014 Davis 
St.. Evanston, IL 60201. 

— JOHN JAINSCHIGG 



Hi-Tech 

Tupperware 

Parties 

It was a long time coming, but the 
Tupperware party concept finally has 
entered the technology age. 

Computer-training parties, it 
seems, are now the rage, with infor- 
mation storers replacing food stor- 
age containers. The computer par- 
ties are the brainchild of Linda 
Cooper and Laurel Gruenwald, the 
cofounders of Interpersonal Software 
in Manhattan. "We teach women 
how to be comfortable with the com- 
puter. We teach them to use the 
computer like an appliance," ex- 
plains Cooper. 

Though the subject matter differs 
from the traditional Tupperware par- 
ty, the setting is the same: the 
home. Cooper and Gruenwald rely 
on hostesses who invite interested 
friends into their homes for the two- 
hour training sessions at a cost of 
$40 per person. The hostess receives 
a 10 percent discount for each per- 
son who attends the party. 

Interpersonal Software's instruc- 
tors start with the basics: dealing 
with computcrphobia, getting the 




In- home demonsi rations: complete with cookies, 
coffee, and computers. 



computer system set up, using a 
word processor and data base, etc. 
To be sure, the company's in-home, 
low-key learning environment has 
been a success, drawing more than 
1,000 customers over the past year. 
The women in the groups usually 
are between 25 and 55 years old. 

Interest continues to grow. "I've 
been getting phone calls from people 
in Alaska who've heard about our 
approach," says Cooper.O 
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Announcing: 




J.L. Read MD f C.A. Carlin MS, RD, I. Greenberg PhD, 
G.L. Blackburn MD, PhD, of Nutritional Management Inc. are avail- 
able to counsel you personally on weight loss, in your home or office. 



This is a new, powerful, revolutionary program - 
springing from nutritional and medical science and 
grounded in human psychology -that creates an 
individualized, personalized program to help you 
look and feel better for the rest of your life. 

This software - designed and written by the physi 
cians and medical specialists 
above - goes far beyond any 
"diet book". It means you don't 
have to "go it alone" or rely on 
will power to slim down and 
stay slimmer and healthier. 
While it's complete, it isn't for- 
midable or threatening; it's easy 
and enjoyable to use, at home 
or on your office computer. 

First, it takes into considera- 
tion your physical fitness, 
weight history and eating 
habits as well as your attitudes 
and feelings about weight 
control. 

Working with these factors, 
you and your Original Boston 
Computer Diet counselor create 
personalized, easy-to-do, easy- 
to-follow meal plans that are 
specif ica I ly ta i lo red to you r 
needs. You can actually choose 
one of three computer counse- 
lors, the one whose personality 
best meshes with yours, to aid 
you, to supervise your diet and 
help you progress. 

Rather than relying on will 
power,The Original Boston 




Computer Diet helps you build a new, totally positive 
attitude toward weight control. In essence you 
replace the habit of overeating with the habit of con- 
trolled, sensible eating. 

At the finish of the program you and your 
counselor develop a maintenance diet that helps 
keep the weight off once you've lost it. Included in the 
total program is a 100-page book of suggested read- 
ings in nutrition and weight control, to help 
you maintain fitness. Complete with 

graphics and animation, The Origi- 
nal Boston Computer Diet is 
available for IBM, Apple and 
Commodore computers, so you 
can use it at home and/or at the 
office. At tops, it takes just an 
hour or less of your time per 
week. 

This is not a fad diet or crash 
diet. It's a medically and psy- 
chologically tailored program, 
which contains a data base of 
over 90% of the foods most 
Americans eat, and to which 
you can add special favorites of 
your own. 

Its purpose: to help you lose 
weight and look and feel better, 
for the rest of your life. 



Available for: 
IBM PC/XT/PCjr 
Apple lle/llc 

Commodore 64/128 coming soon. 
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HOftlE-SCHOOL CONNECTION 

MASTERING THE WRITTEN WORD 
Software to Improve Your Chi Id's Writing Skills 



This is the third in a Jour-part se- 
ries about software to help your 
child with basic skills. This month, 
we discuss how the computer can 
help improve your child's writing. 

Remember the compositions describ- 
ing summer vacations gone by? The 
book reports and stories read aloud 
to the rest of the class, and maybe 
submitted to the school literary mag- 
azine? Teachers always have encour- 
aged writing practice because that's 
what it takes to make students com- 
fortable with the process. 

Many educators are finding that 
computers, coupled with the right 
software, can help hone students' 
writing skills. Word-processing pack- 
ages and a breed of software known 
as story generators are a mainstay of 
writing instruction in many class- 
rooms. And parents, armed with 
both an understanding of the steps 
involved in learning to write well and 
a sense of what software is available, 
are taking advantage of this technol- 
ogy at home to help their kids mas- 
ter this invaluable skill. 

Michelle Small, an English teacher 
in Boulder, Colorado, has had tre- 
mendous success with the computer 
as a writing tool in both the home 
and school settings. At school, Small 
claims, "Thanks to word processing. 
I get more polished work than any- 
thing students ever did by hand." 
She also reports improved atten- 
dance. "No one ever misses comput- 
er-lab class, and kids who have trou- 
ble remembering a pencil never 
forget their disk." 

On the home front, Michelle's 8- 
year-old son, Jason, uses a word- 
processing program called Bank 

Contributing Editors becky Petersen and 
mindy pantiel have written extensively 
about computers, kids, and learning. 




My name is Ginny. I 
am 7 years old. I 
love to write with 
Magic Slate. Most 
of all. I like the 
big letters!^ _____ 



Kid Writer (top), a story generator, gives kids 
a place to start. Magic Slate (bottom) uses big 
letters to soften the first steps of writing. 

Street Writer (Broderbund). 
Using it is a lot "neater" than writ- 
ing by hand, he says (and he 
doesn't mean cleaner, although it is 
that, too). Jason's taken to letter- 
writing and turning out fanciful dia- 
logs on the computer as well. 

The methods teachers use to turn 
students into effective writers have 
changed considerably over the past 
few decades. Teachers no longer as- 
sign a theme, collect the papers, and 
return them days later with a grade. 
Today, it's far more usual for teach- 
ers to interact with students through- 
out the writing process, playing the 
part of a coach, offering cues and 
encouragement, making sugges- 
tions, and asking questions similar 
to those the kids must learn to ask 
(and answer) themselves. 

Driven by the right kind of soft- 
ware, computers can help out in 
these coaching tasks. Below, we've 
taken the topic apart. First we exam- 
ine the problems kids face as they 
learn to write. Next, we show how 
the computer and software can help. 
Finally, we provide titles that come 
with high marks from language arts 
teachers looking at software with 
home use in mind. 



BY BECKY PETERSEN 
AND MINDY PANTIEL 



PROBLEM: GETTING AN IDEA 
TRY: STORY GENERATORS 

The more kids write, the better 
they write. But with many kids, es- 
pecially in the younger grades, a 
blank piece of paper or a blank 
screen is a big obstacle to overcome. 
Where to begin? 

Computerized story generators 
might help. Appropriate for all ages, 
they are designed to motivate young 
writers. Another useful type of pro- 
gram is the story tree, which can as- 
sist students of any age in writing 
with clarity and organization. 

Some story generators are a cross 
between a graphics package and a 
word processor. They give early writ- 
ers a number of tools to use to fill 
up that blank page. Often furnished 
with a bank of preprogrammed im- 
ages, like computerized Colorforms, 
they give kids a concrete place to 
start when putting their ideas to- 
gether. "Programs that use graphics 
and color are exciting and motiva- 
tional for children," says Al Suttles, 
a teacher of computers and writing 
at Columbia University Teachers 
College. 

Story generators can also help 
children who are just beginning to 
write complete sentences. Our expe- 
rience shows that parents can join 
in by first encouraging their kids to 
draw a scene and then having the 
young "authors" dictate the story 
they have in mind. This is a fun ac- 
tivity that gives kids a better under- 
standing of writing concepts. 

Suttles likes programs in which 
the child's imagination can be in the 
driver's seat. He recommends pack- 
ages that go easy on prompts and re- 
minders, and let a child create free- 
ly. Some kids, however, may need 
more direction and structure in 
their writing efforts. For them, pic- 
tures and color aren't a crucial fac- 
tor. What they need is a package 
that guides them step-by-step 
through the stages of plot or theme 
development. 

Recommendations: 

kidwriter (Spinnaker, for Apple II 
series, Atari Home Computers, C 64, 
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Because 
TV tube. And you 
watch pictures on TV. 

So, is it any wonder 
that you're disappointed 
with an expensive 
computer that shows 
you nothing but words? 
That sort of suggests you 
might want to go home, 
turn on the set and read 
the Love Boat. 




Congratulations. 
YouVe just learned 50% 
of Homeword. 

That's because 
these two buttons control 
fifty different pictures. 

Those pictures are 



^ X your powerful 
j commands to 
run Homeword,™ the 
remarkable new home 
wordprocessor. 

So, other 
than a few 
keys to move 
you around i 
the screen, J 
all you need I 
to remember',® 
\N is nothing. 

If you don't think 
pictures work better 
than words, consider 
some of life's most 
urgent communications. 

It's no accident that 
pictures have replaced 
words wherever people 
need information fast. 
So why shouldn't you 
have the same 
advantage in , 
your home < 




word processor? 
That's why Family 
Computing Magazine 
calls Homeword™ "...a 
program of unbelievable 
simplicity. And 
its performance 
has not been 
sacrificed to its 
ease of use'.' 
You can't argue 
with that! 

Just how fast do 
pictures work? 

homeword: 

It became the #1 home 
word processor 
in just six 
weeks. 




SIERRA HQMEWORp 



Homeword is a trademark of Sierra On -Line. Inc. 



Available on the Apple H* Series, Atari Home Computers, 8 Commodore 64," 
and PC compatibles. Suggested retail price: $69.95. 
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IBM PC/PCjr; S26.95-629.95). With 
this package, kids choose a back- 
ground, and paste one of 64 pictures 
onto the screen. An elementary word 
processor allows them to create, 
edit, and save a story that explains 
or enhances the picture. Unfortu- 
nately, you cannot print out your 
creations. 

STORY MAKER: A FACT AND FICTION 

tool kit (Scholastic, for Apple II se- 
ries; $39.95). Kids not only can 
"stick" predrawn pictures onto the 
computer page, they can draw free- 
hand, add text in different typefaces, 
and print their stories out to create 
their very own books. 

story tree (Scholastic, for Apple II 
series, IBM PC/PCjr; $39.95). This is 
a fine choice for kids who need to 
work on organizing their thoughts. 
"It's less of a writing program than 
it is an idea organizer," reports 
Gwen Solomon, a high-school En- 
glish teacher and former computer 
specialist with the New York City 
Board of Education. The package 
provides some sample "branching 
stories," i.e. plots or descriptions 
that proceed in different directions 
with varying outcomes depending on 
choices made by the reader. Stu- 
dents can create their own stories, 
page by page, and include questions 
that lead the reader into the differ- 
ent branches of the plot. Solomon 
recommends this package for use 
with older children. "As they define 
pages, write passages, and decide on 
the direction of the following text," 
explains Solomon "they'll be think- 
ing about main ideas, transitions, 
and the structure of the whole sto- 
ry." These concepts are important 
for improving all kinds of writing. 

PROBLEM: REWRITING 
TRY: WORD PROCESSORS 

Good writing is not just a matter 
of getting ideas down on paper. 
Once kids have begun to write, re- 
writing is the next crucial step. 
Learning how to write requires 
learning how to revise. 

That's where the word processor 
comes to the rescue. Bette Wayne is 
a Lafayette, Colorado, high-school 
English and computer-science teach- 
er who knows, all too well, the ne- 
cessity of rewriting to develop a good 
finished product. She also knows 
how tough it is to get kids to do it. 

Word processing does away with 
the hand-cramping agony associated 
with rewriting papers. "With the 
computer making it easier to move 
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Bank Street Writer, one off the top-selling pack* 
ages available, brings out the closet wordsmith 
in all of us. 



things around, children are more 
willing to sit down and write rough 
drafts. They can do more revising 
than they would normally," explains 
Linda Leonard Lamme, a professor 
of education at the University of 
Florida, and author of Growing Up 
Writing, a book about literacy skills. 

"I do all of my written assignments 
at home using a word processor," re- 
ports Mike Cooper, a Longmont, Col- 
orado, high-school senior. Afflicted 
with a typical case of chicken-scrawl, 
Mike says, "Considering my hand- 
writing is so bad, the word proces- 
sor is really helpful." Mike's parents 
purchased an Apple He two years ago 
primarily for their children's school- 
work, and a word- processing pack- 
age was one of their first software 
investments. Mike's two younger sis- 
ters, ages 15 and 12, also have begun 
to write on the computer. 

Mike's mother, Yvonne, has seen 
substantial improvement in her 
son's writing abilities. "He uses the 
computer every day," she reports. 
"And because of word processing, 
he'll sit down and write things he 
never would have done in longhand." 

Recommendations: 

bank street writer (Broderbund, 
for Apple II series, Atari Home Com- 
puters. C 64, IBM PC/PCjr; $69.95- 
$79.95). Different operations are 
reached by using cursor keys to 
move through a menu of options in 
this easy-to-use package. A new, im- 
proved version for the IBM PC and 
Apple lie provides a number of extra 
features such as underlining, and 
yet is easy enough for most kids and 
beginners. 

homeword (Sierra, for Apple II se- 
ries, Atari, C 64, IBM PC/IPCjr from 
IBM]; $49.95-669.95). With its 
use of icons or pictures to illustrate 
the various word-processing func- 
tions^ — such as save, store, and 
print — this package is a good bet. 



PFS: write (Software Publishing, for 
Apple II series. C 64; $99-6125). Old- 
er kids (high-school level) will be 
able to handle this more powerful 
package. It's tougher to use, but it 
also introduces students to more ad- 
vanced word-processing capabilities: 
the ability to justify the right-hand 
margin, and center text such as ti- 
tles or subheads. 

magic slate (Sunburst Communi- 
cations, for Apple II series; $89.95). 
This is a package that's pulled its 
weight in a number of classrooms. 
Its 20-column mode prints out large 
type on the screen or on the print- 
er — making it a package for younger 
writers or learning-disabled chil- 
dren. If kids have mastered the early 
stages, they can use the package's 
40- or 80-column formats (with the 
proper hardware), which process 
text at normal sizes. The home ver- 
sion contains an appendix describ- 
ing the numerous activities and ap- 
plications possible. 

Wordstar (MicroPro International, 
for Apple II scries, IBM PC/PCjr; 
$350). This is a powerful package 
with features not every family will 
need. Despite its professional scale, 
however, it's straightforward enough 
that your teens will be able to take 
advantage of it as well. Bette Wayne 
reports that her teenage students 
have used it with success. 

PROBLEM: GRAMMAR 
TRY: WORKBOOKS 

Studying grammar used to be the 
way students learned when a sen- 
tence required a comma or a period. 
But over the past decade, the study 
of grammar lias fallen on hard 
times. Teachers are focusing on con- 
text; kids learn grammar by practic- 
ing writing — seeing subject-verb 
agreement as it is relevant to the ac- 
tual writing process, not just drilling 
it in a vacuum. 

Still, for kids who have trouble 
grasping a particular concept, com- 
puterized workbook programs and 
straightforward drill-and-practice 
packages have helped out. Judi Hy- 
ing, a California high-school teacher 
with 21 years of experience, is a firm 
believer in the value of the computer 
as a tool to help kids who are behind 
improve writing skills. 

Hying maintains that kids auto- 
matically are drawn to the comput- 
er — eager to use it as a means to es- 
cape pencil and paper. Nevertheless, 
in the home, software has to have 
an element of fun — a motivational el- 
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Modern Tools for Modern Minds... 




Grolier presents the first and only 
series of productivity tools with 
a built-in tutorial and practice. 

^'EduCalc™ 

... the first electronic spreadsheet program that also teaches beginning 
users to understand and use a spreadsheet! 

• Self-paced, menu-driven tutorial lets you determine the amount of help you 
need at any one time, and then return later for additional instruction. 

• Practice template, for creating a personal budget, enables you to become 
familiar with a standard spreadsheet before developing your own. 

• No need to memorize commands; directions appear on each screen. 

• Makes it easy to create, edit, save and print a spreadsheet up to 26 columns 
wide by 99 rows deep. 

• Enter text, numbers or formulas, define constants, and sort information 
alphanumerically. 

...there's never been a more simple solution for creating budgets, charts, 
schedules and tables for school and home use! 
ONLY $4Q95 Suggest Retail Price 
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Friendly Filer™ 

... a great database management learning experience 
that's also great fun! 

• Teaches database management through the use of an 
entertaining tutorial and stimulating questions. 

• Researches the answers by searching out and sorting a 
built-in "animals" database. 

• Uses simple, self-explanatory menus, to lead the user 
step-by-step into creating files by entering, selecting, 
sorting and printing data. 

...a marvelous learning experience that stresses imagination, 
creativity and fun. And its productive, too! 

ONLY S39 95 S^e 81 Retail 

Available for the Apple® II family of computers. Also available 



•TM 



NEW! 

Note Card Maker 

This remarkably powerful program is a clever tutorial. . . 
a helpful tool . . . and a terrific way to take a lot of the time 
and effort out of preparing bibliographies and note cards. 

• Interactive, self-paced tutorial demonstrates exactly how to 
prepare note cards. 

• Provides user with a standard format for gathering research 
information, including key word, source code and notes. 

• Uses the database management facility to sort and search for 
data... then incorporates the word processing capabilities to 
reorganize, select, edit and print-out note cards in any 
desired sequence. 

ONLY $39 95 Suggest Retail Price 

for the Commodore 64™ and IBM® PC and PCjr, in Fall 1985. 



See your computer software dealer today. Or call Grolier Electronic Publishing Toll-Free. 800-858-8858. 

Grolier Electronic Publishing, Inc. 




SHERMAN TURNPIKE, DANBURY. CONNECTICUT. 06816 • (800) 858-8858 

EduCalc Friendly Filer and Note Card Maker are registered trademarks of Grolier Electronic Publishing Inc. Apple is a registered trademark of Apple Computer Inc. 
Commodore is a registered trademark of Commodore Business Machines, fnc IBM is a registered trademark of International Business Machines. Inc 
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Keep your printer 
free frxm gritty debris. 



Save your computer from the maintenance crew. Acci- 
dents ha\ipen easily . . . and end up costing you a lot. 
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ement. Unless it's a very unusual 
educational game, parents will have 
to exert some pressure if they want 
their kids to sit down and work with 
these packages. 

Barbara Devir, a New York elemen- 
tary-school teacher, encourages par- 
ents to get involved — to work 
through the programs with their 
kids, and then discuss them. 

Recommendations: 

HOMONYMS. SYNONYMS, and ROOTS/AF- 
FIXES (Hartley, for Apple II series; 
$39.95). These are multilesson pack- 
ages that specialize in mastering vo- 
cabulary, which is crucial to good 
writing. In all programs, the word 
difficulty increases as students pro- 
ceed through the lessons. 

pik-pek-put (Data Command, for 
Apple II series, TRS-80 Models HI/4: 
$29 each in series of eight disks). 
Playing a modified game of tic-tac- 
toe, children familiarize themselves 
with suffixes, prefixes, base words, 
and contractions. 

ARCADEMIC SKILL BUILDERS IN LAN- 
GUAGE ARTS (DLM Software, for Apple 
II series. Atari Home Computers, 
C 64, IBM PC/PCjr; $34 each in se- 
ries of six disks). Not many drill- 
and-practicc packages can be used 
effectively at home, says Barbara De- 
vir. They just can't hold their own 
against a host of other, more enter- 
taining diversions, such as PacMan 
and Saturday-morning cartoons. But 
DLM's packages, crafted after arcade 
games, let "kids learn with a joy- 
stick," Devir says. Word Invasion 
and Verb Viper are two highly rec- 
ommended packages that will help 
kids become comfortable with differ- 
ent types of speech while getting a 
good hand-eye coordination workout 
at the same time. 

sentence combining (Milliken, for 
Apple II series; $105). Sentence com- 
bining is a relatively new method for 
learning grammar. The names of 
parts of speech and the rules aren't 
as important as whether or not sen- 
tences are correct and how they are 
used. In this package, kids improve 
their command of sentence-writing 
by combining phrases provided on 
the screen, henry cant play the piano 
today might be combined with he 

HAS A BROKEN FINGER and BECAUSE to 

create a full sentence. Solomon only 
recommends this program for use at 
home with extensive parental in- 
volvement. It's an effective package 
that attacks style problems such as 
short and choppy or incomplete sen- 



tences. But it is rather dry and not 
likely to hold an unsupervised child. 

THE GRAMMAR EXAMINER (Design- 

Ware, for Apple II series, Atari Home 
Computers, C 64, IBM PC/PCjr; $44). 
This is another package that would 
be good for the whole family. Play- 
ers begin the game as a cub reporter 
on the staff of the Grammar Exam- 
iner Newspaper. Presented with 
multiple-choice grammar questions 
to answer, or error-laden paragraphs 
to correct, players who "edit" proper- 
ly can work their way up to the level 
of editor-in-chief. Kids get a chance 
to practice skills in context, actually 
revising passages in the process, 
paying attention to punctuation, 
capitalization, subject-verb agree- 
ment, verb tense, adverb and adjec- 
tive usage, and more. 

A general word of advice about 
grammar packages: There are a lot 
out there, but only a few are fun 
enough to stimulate children at 
home. Avoid excessive arm-twisting, 
unless you want your computer to 
go the route of those hated piano 
lessons. Solomon says they can be 
used at home, but only under close 
parental supervision. Contact your 
child's instructor for help in deter- 
mining where extra at-home help is 
needed. "If you've got kids you know 
have a writing problem, sit with 
them and work with them," she ad- 
vises. "Then, after reinforcement, 
students should go back and apply 
the concepts to actual writing." 

NO MAGIC SOLUTION 

The computer won't transform 
your child into a master wordsmith, 
but in word processors and story- 
generators you have tools that elimi- 
nate many barriers to the smooth 
flow of ideas. And some skill-build- 
ing software lets you focus on the ar- 
eas your child needs to work on. 

With the control in your hands 
and the hands of your children, you 
have the power to practice. And 
practice makes for, if not perfection, 
at least improvement. H 



NAMES AND NUMBERS: 

BRODERBUND: (415) 479-1 170 
DATA COMMAND: (815) 933-7735 
DESIGNWARE: (800) 572-7767 

DLM: (800) 527-4747 

HARTLEY COURSEWARE: (517) 646-6458 

MICROPRO: (415) 499-1200 

MILLIKEN: (314) 991-4220 
SCHOLASTIC: (212) 505-3567 
sierra: (209) 683-6858 

SPINNAKER: (617) 494-1200 

SUNBURST: (800) 431-6616 
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Mindshadow. A Unique Challenge In Home Computer Software: 



¥)ute0neln 
4762,300,000. 

The Question Is 
Which One? 



Amnesia. Complete and total. And very veiy 
dangerous. 

Who are you and why were you left on this 
isolated beach to perish? The search for your 
identity begins here, but before it ends you will 
travel the globe seeking clues. 

You'll have to deal with intrigue, 
deceptions, reversals and unsavory 
characters to unravel the mystery of 
this "living novel!' 




Phil Wiswell, the respected syndicated 
columnist, in his review of our new illustrated 
text adventure said: "Mindshadow is. . . 
frightening, frustrating and completely 
absorbing. Brilliant!' 

Look at it this way: There 
are only four billion seven hundred 
sixty-two million three hundred 
thousand possibilities. 



This challenging computer 
software is available for Apple II, 
Atari, Commodore 64, IBM PC 
and PCjr home computers. 






ACTIVISIONI 






HOME COMPUTER SOFTWARE ! 





Apple II is a registered trademark of Apple Computer. Atari is a trademark of Atari. Corp . Commodore 64 is a trademark of Commodore Electronics, Ltd.. IBM PC and PCjr are trademarks of International Business Machine* Corp C 1 985 Activsion. Lie. 




HOME/MONEY MANAGEMENT 

FINANCIAL DECISION-MAKING 

Considering a Major Purchase? Should You 

Borrow or Use Your Savings? Let Your Computer Decide. 



BY KIMBALL J. BEASLEY 



We've all had cash-flow problems at 
one time or another. Unfortunately, 
our funds are usually at their lowest 
when our needs are the greatest. So, 
when simultaneously faced with a 
shortage of cash and a major ex- 
pense or purchase, we may have to 
borrow money. But borrowing, it 
seems, is usually the course of last 
resort. 

Rarely do we consider that borrow- 
ing may make good financial sense — 
even when we have the cash avail- 
able. Why? Because in some situa- 
tions, the tax savings produced by 
your loans interest may outweigh 
the interest you lose when you with- 
draw money from your interest-bear- 
ing account (whether it s from your 
savings, a money market account, or 
NOW account). 

There are quite a few factors to 
consider before you make a major 
borrowing decision. Your computer 
and the accompanying program can 
help you evaluate the numerical in- 
formation, whether you're deciding 
how to pay for college tuition or a 
new car. Certainly, these calcula- 
tions can be performed using pencil 

KIMBALL J. beasley is a senior engineer 
with a consulting firm in Princeton. New 
Jersey. He wrote the January Home/ 
Money Management column. 
"Computing Your Financial Goals." 



and paper, but the computer can 
save you time and costly mathemati- 
cal errors. 

THE COST ANALYZER 

In short, the BASIC program we've 
provided is a cost analyzer. In this 
case, we're comparing the cost of 
lost savings interest vs. the overall 
cost of borrowing. No matter what 
you purchase, several key factors will 
not change: The cost of borrowing 
money equals the loan origination 
fee plus the periodic loan payments 
less the income tax deductions 
on interest paid. 

Note, however, that our program 
does not allow for tax bracket creep. 
For instance, if you expect to move 
from the 30 percent to the 40 per- 
cent tax bracket during the life of 
the loan, you will have to plug in an 
average (in this case 35 percent). As 
you can see in the accompanying 
printouts, your tax bracket will af- 
fect your calculations and therefore 
may influence your decision to bor- 
row. For example, if you expect to 
move into a higher tax bracket, the 
cost of borrowing will go down — per- 
haps enough to tip the balance in 
favor of the loan. On the other hand, 
if you plan to retire within the next 
few years, the tax benefits of taking 
out a loan may be drastically re- 



duced since you will be moving 
into a lower tax bracket. 

Clearly, there are certain monetary 
concerns that the computer will not 
be able to measure. For example, if 
you use your savings as a type of 
emergency fund, you may not want 
it depleted — at any cost. Peace of 
mind can be worth a lot. The value 
of having money liquid in savings 
may outweigh the purely numerical 
computer analysis that favors with- 
drawing savings. 

THE COST OF MONEY 

In order to use the program effec- 
tively, it's important to understand 
the "cost of money" concept. Since 
money in a savings account earns 
interest, removing the money from 
the account causes you to lose that 
interest. To illustrate how this 
concept works with our program, 
let's create a hypothetical situation. 
For example, you've decided to build 
a garage for your home, and the con- 
tractors want $10,000 up front. 
If you withdraw $10,000 from your 
money-market account, which earns 
8 percent interest, you will lose $800 
in interest at the end of one year. If 
you're in the 50 percent tax bracket, 
that's a net cost to you of $400. 

Your second option is to borrow 
$10,000 from the bank at say. a 15 
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IF YOU CAN FIND 
A BETTER PROGRAM 
WE'LL BUY IT FOR YOU ■ 




WORD WRITER th%l" r 

Now with 40,000 word Spelling 
Checker 

• An efficient, 80-column professional 
word processing system which includes 
a spelling checker and built-in 
calculator. 

• Contains all the features you'll need for 
everyday word processing, plus most of 
the sophisticated features found in 
more expensive programs: document 
chaining, form letter printout, page 
separations, horizontal and vertical 
scrolling, and more. 

With Timeworks you get more 
power for your dollar 

You can use each program alone. Or 
interface this trio - one at a time if you like 
- into a completely integrated productivity 
system that delivers all the power and 
features most of you will ever need ... at 
a cost that lets you enjoy their use. 

Look for these and other Timeworks pro- 
grams at your favorite dealer. Or contact 
Timeworks, 444 Lake Cook Road, Deer- 
field, IL 60015. Phone: (312) 948-9200. 
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Faster, more efficient, more 
versatile 

• A complete general information storage 
and retrieval system with report-writing, 
graphics, statistics, and label-making 
capabilities. 

• Exclusive X-SEARCH, X-SORT, and 
X-CHART features allow you to cross- 
search any category of information: sort 
items alphabetically, numerically, or by 
date; break down statistical information 
into categories; and graphically view 
your results. 

With Timeworks you get more 
than software 

You Get Our Customer Technical 
Support Team 

At the other end of our toll-free hotline, 
you'll find our full-time Customer Techni- 
cal Support Team. Free of charge to all 
registered users. 

You Get Our Liberal Trade-Up Policy 

You'll find the details inside each package. 



SWIFTCALC sideways 

New easy-to-use spreadsheet 
for home and small business use 

• The SIDEWAYS option lets you print 
all your columns on one, continuous 
sheet . . . sideways. 

• 250 rows and up to 250 columns (128K 
version) provide up to 62,500 cells in 
which to place information. 

• Performs mathematical functions up to 
17 digits. Allows the use of minimum 
and maximum values, averages, sums, 
integers, absolute values and exponen- 
tial notation. 

* With Timeworks you get our 
Money Back Guarantee 

If you can find anything that works better 
for you, simply send us your Timeworks 
program, your paid receipt, and the name 
of the program you want, along with your 
check or credit card number for any retail 
price difference. If it's available, we'll buy 
it for you." 



Available for Apple, IBM, Commodore^ 
and Atari computers.*** 



A 




More power for your dollar. 

" Otter valtd for 90 days from date of purchase. 

Registered trademarks cf Apple Computer. Inc.. International Business Machines Corporation, and 

Commodore Computer Systems 
p 1985 Timeworks, Inc. AH rights reserved. 



Other Timeworks Programs: The 

Evelyn Wood Dynamic Reader Sylvia 
Porter's Personal Finance Series ■ Swiftax ■ 
Cave of the Word Wizard Business Systems 

The Electronic Checkbook ■ The Money 
Manager ■ Wall Street 
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percent interest rate for one year. Of 
course, that costs you $1,500 in in- 
terest, but your $1,500 tax deduc- 
tion reduces your taxes by $750. In 
addition, you net $400 on the 
$10,000 you've left in your money- 
market account. The net cost to you 
of the loan is $1,500 minus $750 
minus $400, or $350. That's $50 
less than using your own savings. 

The Cost Analyzer assumes 
monthly payments and compound- 
ing, and reports the cost of the loan 
in today's dollars. In this example 
we've assumed simple interest on a 
one-year loan. The longer the term of 
the loan, the more tedious the calcu- 



ORICINAL ANALYSIS 



INTEREST ON SAVINGS 


= 8 % 


INTEREST AFTER TAX 


= 8 X 


AMOUNT OF LOAN 


= $10000.( 


LOAN 


INTEREST RATE 


= 12.5 X 


DEDUCTIBLE LOAN FEE 


= $150.00 


**N0T HOME LOAN** 




LOAN 


TERM IS 10 YEARS 




YOUR 


TAX BRACKET 


= 40 X 


MONTHLY LOAN PAYMENT 


= $146.37 




INTEREST 


PRINCIPAL 


YEAR 


PAYMENT 


PAYMENT 


1 


$1219.94 


$536.56 


2 


$1148.89 


$607.61 


3 


$1068.44 


$688.07 


4 


$977.32 


$779.18 


5 


$874.15 


$882.36 


6 


$757.31 


$999.19 


7 


$625.00 


$1131.50 


8 


$475.17 


$1281.33 


9 


$305.50 


$1451.00 


10 


$113.36 


$1643.14 



IN TODAY'S DOLLARS, 

USING SAVINGS COSTS YOU $10000.00 
BORROWING THE MONEY COSTS YOU $9879.39* 
•IBM: S9888.40 Models III & 4: $9879.49 



EFFECT OF LOWER TAX BRACKET 

INTEREST ON SAVINGS = 8 X 

INTEREST AFTER TAX = 8 X 

AMOUNT OF LOAN = $10000.00 

LOAN INTEREST RATE = 12.5 X 

DEDUCTIBLE LOAN FEE = $150.00 

**NOT HOME LOAN** 
LOAN TERM IS 10 YEARS 

YOUR TAX BRACKET = 30 X 

MONTHLY LOAN PAYMENT = $146.37 



INTEREST 



YEAR 


PAYMENT 


1 


$1219.94 


2 


$1148.89 


3 


$1068.44 


4 


$977.32 


5 


$874.15 


6 


$757.31 


7 


$625.00 


8 


$475.17 


9 


$305.50 


10 


$113.36 



IN TODAY'S DOLLARS, 

USING SAVINGS COSTS YOU $10000.00 
BORROWING THE MONEY COSTS YOU $10463.18* 
•IBM: $10,463.18 Models III & 4: S10.463.27 



lations — and that's when your com- 
puter will be especially handy. 

Factors such as the length of the 
loan, interest rates, and your specif- 
ic tax bracket may drastically affect 
your decision whether to borrow or 
use savings. We've provided several 
sample printouts to illustrate the ef- 
fect of these variables. 

THE PERSONAL 
ADVISER 

Next time you're ready to make a 
major investment or purchase, let 
your computer be part of your finan- 
cial decision-making. First, sit down 
with your computer and the pro- 



gram on the next page, plug in some 
numbers, and experiment. Once 
you're comfortable with the ma- 
chine's number-crunching abilities, 
you can turn it into a sort of person- 
al accountant. Like an accountant, 
it will provide you with the right 
numbers and let you make the final 
decision. And the best part — you 
won t have to pay a $100-an-hour 
bill at the end of the session. 

This article and program are not meant 
to serve as advice, but rather, as guide- 
lines to aid you in making financial de- 
cisions. It's best to consult a tax attorney 
or accountant before you make any ma- 
jor financial decision. 



END-OF-YEAR 
BALANCE 

$9463.43 
$8855.82 
$8167.74 
$7388.56 
$6506.20 
$5507.00 
$4375.49 
$3094.15 
$1643.14 
$0.00 



NET TAX 
BENEFIT 

$493.97 
$465.55 
$433.37 
$396.93 
$355.66 
$308.92 
$256.00 
$1 96.06 
$128.20 
$51.34 



EFFECT OF HIGHER INTEREST RATE 

8 X 
8 % 
$10000.00 

14 X 
$150.00 



INTEREST ON SAVINGS 

INTEREST AFTER TAX 
AMOUNT OF LOAN 
LOAN INTEREST RATE 
DEDUCTIBLE LOAN FEE 
**N0T HOME LOAN** 
LOAN TERM IS 10 YEARS 
YOUR TAX BRACKET 



= 40 X 



MONTHLY LOAN PAYMENT = $155.26 





INTEREST 


PRINCIPAL 


END-OF-YEAR 


NET TAX 


YEAR 


PAYMENT 


PAYMENT 


BALANCE 


BENEFIT 


1 


$1369.09 


$494.10 


$9505.89 


$553.63 


2 


$1295.30 


$567.89 


$8937.99 


$524.12 


3 


$1210.48 


$652.70 


$8285.29 


$490.19 


4 


$1113.01 


$750.18 


$7535.10 


$451.20 


5 


$1000.97 


$862.21 


36672.88 


$406.39 


6 


$872.21 


$990.98 


S5681 .90 


$354.88 


7 


$724.21 


$1138.97 


$4542.92 


$295.68 


8 


$554.12 


$1309.07 


£3233.84 


$227.64 


9 


$358.62 


$1504.57 


51729.27 


$149.44 


10 


$133.92 


$1729.27 


$0.00 


$59.56 


IN TODAY 


'S DOLLARS, 








USING 


SAVINGS COSTS 


YOU 


$10000.00 





BORROWING THE MONEY COSTS YOU $10295.27* 
•IBM: S10.295.28 Models III & 4: S10.295.43 



EFFECT OF SHORTER LOAN TERM 



INTEREST ON SAVINGS 

INTEREST AFTER TAX 
AMOUNT OF LOAN 
LOAN INTEREST RATE 
DEDUCTIBLE LOAN FEE 
**NOT HOME LOAN** 
LOAN TERM IS 3 YEARS 
YOUR TAX BRACKET 



= 8 X 
= 8 X 
= $10000.00 
= 12.5 X 
b $150.00 



= 40 X 



MONTHLY LOAN PAYMENT = $334.53 



NET TAX 
BENEFIT 

$370.48 
$349.16 
$325.03 
$297.69 
$266.74 
$231.69 
$192.00 
$147.05 
$96.15 
$38.51 



YEAR 

1 

2 
3 



INTEREST 
PAYMENT 

$1085.99 
$698.21 
$259.09 



PRINCIPAL 
PAYMENT 

$2928.44 
$3316.21 
$3755.33 



END-DF-YEAR 
BALANCE 

$7071.55 
$3755.33 
$0.00 



NET TAX 
BENEFIT 

$454.39 
$299.28 
$123.63 



IN TODAY'S DOLLARS, 

USING SAVINGS COSTS YOU $10000.00 
BORROWING THE MONEY COSTS YOU $10021.74* 
•IBM: $10,021.74 Models III & 4: S10.021.83 



Quite a few variables can affect your decision to borrow money, as the 
printouts above show. However, there are factors that our program doei 
not take into account. High inflation, for example, can increase the bene* 
fits of borrowing. 



PRINCIPAL 
PAYMENT 

$536.56 
$607.61 
$688.07 
$779.18 
$882.36 
$999.19 
$1131.50 
$1281.33 
$1451.00 
$1643.14 



END-OF-YEAR 
BALANCE 

$9463.43 
$8855.82 
$8167.74 
$7388.56 
$6506.20 
$5507.00 
$4375.49 
$3094.15 
$1643.14 
$0.00 



NET TAX 
BENEFIT 

$370.48 
$349.16 
$325.03 
$297.69 
$266.74 
$231.69 
$192.00 
$147.05 
S96.15 
S38.51 



YEAR 

1 

2 
3 



INTEREST 
PAYMENT 

$1085.99 
$698.21 
$259.09 



PRINCIPAL 
PAYMENT 

$2928.44 
$3316.21 
$3755.33 



END- JF-T 
BALANC 

$7071 
$3755 
$C 



IN TODAY'S DOLLARS, 

USING SAVINGS COSTS YOU $10000.00 
BORROWING THE MONEY COSTS YOU $10021.74* 
•IBM: $10,021.74 Models III & 4: S10.021.83 



•Note: Due to minor differences among machines, the IBM and TRS-80 Models III & 4 versions produce slightly different results. So that you can verify that your program is 
working correctly, we've shown how much BORROWING THE MONEY COSTS YOU for these two computers. 
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Program Notes: When you run The Cost Analyzer, if you're not 
sure of the loan fees, enter zero or estimate the answer. It's easy 
to run the program over and over again with different numbers. 
The Cost Analyzer assumes that you will itemize deductions on 
your federal income-tax return, and treats the purchase as if it 
were made on the first day of the year. A "home loan" is a loan for 
the purpose of buying or improving your principal residence. 
There are three kinds of loan fees or "points": 1. Nondeductible 
fee (no tax deduction allowed): 2. Deductible fee on a home loan 
(deduction in first year): 3. Deductible fee on other loans (deduc- 
tion spread over term of loan). Check the status of the fees on 
your loan with your accountant or loan officer. 



Base Version (Commodore 64 w printer) 
The Cost Analyzer 

10 SP$=CHR$(32):F0R Z=2 TO 1 1 : SP$=SP$+CHR$(32) : NEXT Z 

20 PRINT CHR$(147); 

30 PRINT "THE COST ANALYZER" : PRINT 

40 INPUT "INTEREST RATE ON SAVINGS (%)";T 

50 IRS=T/100:PRINT 

60 T$="":PRINT "IS INTEREST ON SAVINGS TAXABLE"; : INPUT 

T$:PRINT 
70 IF T$="" THEN 60 
80 TXBL=(LEFT$(T$ / 1)="Y") 
90 INPUT "AMOUNT OF LOAN ($)"; LN: PRINT 
100 INPUT "LOAN INTEREST RATE (%)";T:LIR=T/100:PRINT 
110 INPUT "NONDEDUCTIBLE LOAN FEE ($)"; NLF : PRINT 
120 INPUT "DEDUCTIBLE LOAN FEE ($)";DLF:PRINT 
130 IF DLF=0 THEN 160 

140 T$="":PRINT "IS THIS A HOME LOAN";: INPUT T$:IF T$= 
"" THEN 140 

150 H0M=(LEFT$(T$ / 1)="Y") .-PRINT 
160 INPUT "LOAN TERM (NO. OF YEARS)"; YRSiPRINT 
170 INPUT "YOUR TAX BRACKET (%)"; T: TBR=T/ 100: PRINT 
180 FLG=-1 :MIR=LIR/12:ADTR=IRS*(1-TBR*(-TXBD) 
190 PCST=NLF+DLF 

200 MP=LN*MIR*(1+MIR) A (YRS*12)/((1+MIR) A (YRS*12)-1) 

210 PRINT "PREPARE PRINTER AND" : PRINT "PRESS ANY KEY." 

220 GET K$:IF K$="" THEN 220 

230 PRINT CHR$(147);:0PEN 4,4 

240 PRINT#4,"THE COST ANALYZER" : PR INT#4 

250 PR INT#4," INTEREST ON SAVINGS = "; IRS*1 00; "%" 

260 PR1NT#4," INTEREST AFTER TAX = "; ADTR*100;"%" 

270 PRINT04, "AMOUNT OF LOAN = "; 

280 T=LN:G0SUB 1000 

290 PRINT#4,"L0AN INTEREST RATE = "; LIR*100; "%" 
300 IF NLF THEN PRINT#4, "NONDEDUCTIBLE LOAN FEE = "; 
310 IF NLF THEN T=NLF :G0SUB 1000 
320 IF DLF=0 THEN 370 

330 PR INT#4, "DEDUCTIBLE LOAN FEE = "; 
340 T=DLF:GOSUB 1000 

350 IF NOT HOM THEN PRINT04," **N0T HOME LOAN**" 

360 IF HOM THEN PRINT04," **H0ME LOAN**" 

370 PRINT#4,"L0AN TERM IS"; YRS; "YEARS" 

380 PRINT#4,"Y0UR TAX BRACKET = "; TBR*1 00; 

390 PRINT#4 : PR INT#4, "MONTHLY LOAN PAYMENT = "; 

400 T=MP:G0SUB 1000:PRINT#4 

410 PRINT#4,LEFT$(SP$,8);"INTEREST PRINCIPAL E 

ND-OF-YEAR NET TAX" 

420 PRINT#4,"YEAR PAYMENT PAYMENT BALA 

NCE BENEFIT" 

430 PRINT#4," 



440 BAL=LN: FLG=0 

450 FOR ZY=1 TO YRS : YPP=0: YIP=0: YTB=0 
460 FOR ZM=1 TO 12 

470 IP=BAL*MIR:PP=MP-IP:BAL=BAL-PP:NTB=IP*TBR 

480 IF ZY=1 AND HOM THEN NTB=NTB+DLF*TBR/ 1 2 

490 IF DLF AND NOT HOM THEN NTB=NTB+ (DLF*TBR) / (12*YRS) 

500 PCST=PCST+(MP-NTB)/(1+ADTR/12) A ((ZY-1)*12+ZM) 

510 YPP=YPP+PP:YIP=YIP+IP:YTB=YTB+NTB 

520 NEXT ZM 

530 IF ZY<10 THEN PRINT04," "; 

540 PRINT#4,ZY;:T=YIP:G0SUB 1000: T=YPP:GOSUB 1000 
550 T=BAL:GOSUB 1000: T=YTB:GOSUB 1000:PRINT#4 
560 NEXT ZY:FLG=-1 



570 PRINT#4:PRINT#4,"IN TODAY'S DOLLARS," : PR INT#4 
580 PRINT#4," USING SAVINGS COSTS YOU "; 
590 T=LN:G0SUB 1000 

600 PRINT#4," BORROWING THE MONEY COSTS YOU "; 
610 T=PCST:GOSUB 1000 
620 PRINT#4:CL0SE 4 

630 T$="":PRINT "DO YOU WANT ANOTHER ANALYSIS"; : INPUT 
T$ 

640 IF T$="" THEN 630 

650 IF LEFT$(T$,1)="Y" THEN 20 

660 END 

1000 T$=STR$(INT((ABS(T)+1)*100)) 
1010 CN$=RIGHT$(T$,2) 

1020 T$=STR$(VAL(LEFT$(T$,LEN(T$)-2))-1) 

1030 PF$="$"+RIGHT$(T$ / LEN(T$)-1)+"."+CN$ 

1040 IF FLG THEN PRINT#4,PF$: RETURN 

1050 PRINT#4,LEFT$(SP$,14-LEN(PF$));PF$; : RETURN 



MODIFICATIONS FOR OTHER COMPUTERS 
ADAM & Apple w printer 

Use the base version, with the following alterations: 
Change PRINT#4 (or PRINT#4,) to PRINT in lines 240-270, 
290-300, 330, 350-360, 380-430, 530, 550, 570-580, 600, 
and 1040-1050. Also, change lines 20, 180, 220, 230, 
370, 540, 560, 620, and 1030 to read as follows: 

20 HOME 

180 FLG=1:MIR=LIR/12:ADTR=IRS*(1-TBR*TXBL) 
220 GET K$ 

230 HOME: PRINT: PRINT CHR$(4);"PR# 1" 

370 PRINT "LOAN TERM IS ";YRS;" YEARS" 

540 PRINT " ";ZY;" "; : T=YIP:GOSUB 1000:T=YPP:GOSUB 1000 

560 NEXT ZY:FLG=1 

620 PRINT CHR$(4);"PR# 0" 

1030 PF$="$"+T$+"."+CN$ 



IBM PC & PCjr w/printer 

Use the base version, with the following alterations: 
Omit lines 530, 620, and 1030-1050. Change PRINT04 (or 
PRINT#4,) to LPRINT in lines 240-270, 290-300, 330, 
350-430, 550, 570-580, and 600. Finally, change lines 
10-20, 220-230, 540, and 1000-1020 to read as follows: 

10 DEFDBL A-Y:SP$=STRING$(11,32) 
20 CLS 

220 IF INKEY$="" THEN 220 
230 CLS 

540 LPRINT USING "### "; ZY; : T=YIP :G0SUB 1000: T=YPP:G0S 
UB 1000 

1000 IF FLG THEN ND=LEN(STR$(INT(T)) )-2 ELSE ND=9 
1010 LPRINT USING "$$"+STRING$(ND, "#")+". ##";T; 
1020 IF FLG THEN LPRINT: RETURN ELSE RETURN 



TRS-80 Color Computer w/printer 

Use the base version, with the following alterations: 
Omit line 620. Change PRINTO to PRINT#-2 in lines 
240-270, 290-300, 330, 350-430, 530-550, 570-580, 600, 
and 1040-1050. Finally, change lines 20 and 220-230 to 
read as follows: 

20 CLS 

220 IF INKEY$="" THEN 220 
230 CLS 



TRS-80 Models III & 4 w/printer 

Use the modifications given above for the IBM PC and 
PCjr. Note: Use the up-arrow (*) key (upper left-hand 

corner of the keyboard) to enter the A character in 

lines 200 and 500. This character will look like a left 

bracket (C) on the screen, but will show up as a A on 
most printers. 
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TELECOMPUTING 

TROUBLESHOOTING 
How to Avoid the Hassles 
of Telecomputing 

BY JOE GELMAN 



Telecommunicating can be loads of 
fun, and yet incredibly frustrating at 
times. Other computers will hang up 
on you, tell you you're not autho- 
rized to access a system (when you 
know you are), show you strange 
and meaningless characters, and 
otherwise harass you. Such are the 
perils of modern technology. The 
good news? You can keep those an- 
noyances to a minimum. 

Our March Buyers Guide dis- 
cussed modems and communica- 
tions software, the basic ingredients 
for telecommunicating. April's Tele- 
computing column dealt with setting 
up and making your first successful 
call with a modem. But what do you 
do when things don't go just right? 
There are two options. The coward's 
way out is to turn off your computer 
and lie down. Or you can do some 
troubleshooting and get rid of the 
problem. Not surprisingly, we favor 
the second approach. 

A communications problem will 
generally fall into one of three cate- 
gories. Your fault, their fault, or the 
phone company's fault. The easiest 
situation to deal with is when you're 
doing something wrong because you 
can usually identify the problem and 
fix it. When the other party or the 
phone line is the source of difficulty, 
you have fewer options. 

CORRECT SETTINGS 

Before making a call, you should 
set up your modem and terminal 
software parameters to complement 
those of the system you want to 
reach. If you own a dual-speed mo- 
dem (300/1200 baud), select the 
proper baud rate from within the 
program. Refer to the software's doc- 
umentation for details. Other impor- 
tant settings are duplex, 7- or 8- bit 
ASCII, parity, and number of stop 
bits. {See accompanying box for 
definitions.) 

joe gelman is a contributing technical 
editor and the author oj this month's 
buyer's guide. 




SETTING UP 

Duplex: Most bulletin boards and 
networks echo back to your system 
each character you transmit. When 
you set your terminal software to 
full* duplex, the characters you type 
go through the process of transmis- 
sion and echoing before appearing 
on your screen. When calling a sys- 
tem that doesn't echo, you must set 
your software to half-duplex to see 
your own typing. 

ASCII: the standard character 
code used by micros. Using 7-bit 
ASCII, you can transmit the entire 
alphabet as well as special control 
codes. Certain situations, such as 
the transmission of programs or 
special files, mav require 8-bit 
ASCII. 

Parity checking: a primitive 
form of error detection. Usually, no 
parity is the appropriate setting, 
though some systems may require 
you to set parity to odd or even. 

Stop bit: used to signal the end 
of each transmitted character, and 
seldom requires adjustment. One 
stop bit is the standard, though 
some software allows for a setting of 
2 stop bits. 



The important point is that you'll 
want to match the parameters of the 
system you're calling. If you're call- 
ing a commercial system (such as 
The Source, CompuServe, or BRS 
After Dark), the documentation pro- 
vided when you subscribe will tell 
you which settings to use. For exam- 
ple, CompuServe requires full du- 
plex, 8-bit ASCII, no parity, and 1 
stop bit. You can access Compu- 
Serve and most commercial data 
bases at either 300 or 1200 baud. If 
you don't know the correct settings, 
the safest bet is full duplex/8-bit 
ASCII/no parity/ 1 stop bit. When us- 
ing a commercial system, you'll also 
be asked to customize your account 
with appropriate settings (number of 
lines on the screen, etc.). 

When a communications problem 
is your fault, it commonly is trace- 
able to your parameter settings. 
Check the problem against this list 
before looking elsewhere. 

Problem: You get double charac- 
ters (ddoouubbllee) on the screen. 
Solution: Switch to full-duplex set- 
ting. 

Problem: You see the other sys- 
tem's transmission, but not your 
| own typing. Solution: Switch to 
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Presenting the computer 
shopping service that delivers 
discount prices, name-brand 
merchandise, and in-depth 
product information. 

To make your computer even more 
useful, join CompuServe and shop in 
our Electronic Mall. Easy enough for 
beginners, it's open 24 hours a day, 
7 days a week. And it offers a wide range 
of goods and services from nationally 
known stores and businesses including 
Bloomingdale's, Waldenbooks, American 
Express and Commodore. 

CompuServe's Electronic Mall ™ lets 
you shop at your convenience in all 
these departments: 

The Auto Shop, Book Bazaar, Finan- 
cial Mart, Leisure Center, Merchandise 



Mart, Newsstand, On-line Connection, Per- 
sonal Computer Store, Record Emporium, 
Specialty Boutique and Travel Agency. 

Take the CompuServe Electronic 
Mall 15-Minute Comparison Test 

What you can do in 15 minutes 
shopping the Electronic Mail way. 

• Access descriptions of the latest in 
computer printers, for instance. 

• Pick one and enter the order 
command. 

• Check complete descriptions of 
places to stay on your next vacation. 

• Pick several and request travel 
brochures. 

• Access a department store catalog 
and pick out a wine rack, tools, 
toys... anything! 

• Place your order. 

What you can do in 15 minutes shop- 
ping the old way. 

• Round up the family and get in 
the car. 



The Electronic Mall — A Valuable 
Addition to the Vast World of 
CompuServe. 

CompuServe Information Services 
bring you information, entertainment, 
personal communications and more. 

You can access CompuServe with 
almost any computer and modem, 
terminal or communicating word 
processor. 

To buy a CompuServe Subscription 
Kit, see your nearest computer dealer. 
To receive our informative brochure, or 
to order direct, call or write: 

CompuServe 

Information Services. P.O. Box 20212, 

5000 Arlington Centre Blvd.. Columbus. OH 43220 

800-848-8199 

In Ohio call 614-457-0802 



The Electronic Mall'" is a service of CompuServe Inc. and L M Bern' & Company 



An H & R Block Company 
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half-duplex. You're in full-duplex, 
and the other side isn't "echoing" 
your characters. 

Problem: About half the charac- 
ters you see are inverse video or ran- 
domly garbled. Solution: Try ad- 
justing the parity setting. If that 
doesn't work, it may be a noisy 
phone line. 

Problem: Each new line is print- 
ed over the previous one, not on the 
next row. Solution: Set your pro- 
gram to add line feeds to carriage re- 
turns. If that's not possible, you 
have to readjust your line feed set- 
tings on the system you're calling. 
(This can be tricky to do!) 

Problem: During uploads (send- 
ing a file from your computer), char- 
acters are dropped from the begin- 
ning or end of lines. This means 
you're transmitting characters a bit 



faster than they can be received. 
Solution: If your terminal program 
permits, set the delay after carriage 
return to a higher value. 

If the system you've called is not 
operating correctly, what can you 
do? Not much. A malfunction on the 
other end is beyond your control. 
Luckily, that doesn't happen often. 
When it does, just give the sysop 
(system operator) time to catch the 
problem and fix it. Networks like 
The Source, CompuServe, and Dow 
Jones News/Retrieval Service have 
customer service lines you can call. 

A GOOD CONNECTION 

When you use a modem, you're 
reaching beyond your four walls to 
places up to thousands of miles 
away. Ma Bell (and now her off- 
spring) does a fairly good job of rout- 



ing millions of calls around the 
world. Usually you get a clear line 
that's more than adequate for voice, 
and even modem communication. 
But modems aren't especially forgiv- 
ing of a connection that's noisy or 
weak. If you dial a system and it an- 
swers with a carrier tone, but your 
modem won't "talk" to it, the line 
may well be at fault. First check that 
you're set to the correct baud rate. If 
that's not the culprit, hang up and 
call again. Repeated tries, especially 
over a period of time, may route 
your call through different lines and 
result in a bel ter connection. 

More common than a dead line is 
a "dirty" connection. This shows up 
as random characters interspersed 
with normal conversation. The prob- 
lem is more pronounced at higher 
baud rates (1200 and up) and again. 



MOVIE MAKE R ANIMATION CONTEST 

$ 1,500 IN PRIZES!!! 



family computing. Interactive Picture Sys- 
tems (IPS), and CompuServe are sponsor- 
ing The Movie Maker Animation Contest, 
with $1,500 in prize money to be award- 
ed between July 4 and Thanksgiving 
Day. The family computing forum on 
CompuServe (go fam 200) is now filling up 
with Movie Maker animation files. 
Wanna try your Walt Disney-best to top 
them? Here are the rules. 

Prizes: Three prizes for the best ani- 
mation received to date made with the 
program Movie Maker will be announced 
on July 4. Labor Day. and Halloween: 
$200 for first place, and two $100 prizes 
for runners-up. 

The Grand Prize of $300, for the best 
animation received (including all previ- 
ous prize winners), will be announced on 
Thanksgiving Day. 

Each winner will also receive a copy of 
Animation: The Art and the Industry, by 
Susan Rubin (Prentice-Hall. 1984 ) . 

Deadlines: Entries must be post- 
marked or uploaded by: June 16 (for the 
July 4 award): Aug. 18 (for the Labor Day 
award); Oct. 13 (for the Halloween 
award); and Nov. 10 (for the Grand 
Prize). 

How to enter: Entries may be sub- 
mitted in two ways. 

1. Upload animation files to database 
library #1 (dl 1) in the family computing fo- 
rum (go fam 200). Read the file mvmupl.hlp 
(Movie Maker upload) for help. 

2. Send disks (in padded envelopes) to 
Minerva Diaz, family computing. Movie 
Maker Contest. 730 Broadway, New 
York. NY 10003. 

All submissions must include: 1. Title; 
2. Brief description: 3. Name, address, 
and phone number of artist; 4. Type of 
computer. 




1 ^ ' 













Two frames of a Movie Maker animation, creat- 
ed by Bob Sviho vcc. 

family computing will not return any 
submissions, and is not responsible for 
any loss of, or damage to. disks. Submis- 
sions become the property of the spon- 
sors, and may be used for promotion or 
publicity. To be considered, submissions 
must be exclusive to family computing. 

Eligibility: Anyone may enter except 
employees of Scholastic. IPS. or Compu- 
Serve, and members of their families. 



Judges: Judges include Vincent Ceci, 
art director of family computing; Guy 
Nouri. president of IPS; Howard Becker- 
man, animation columnist for Back 
Stage magazine: Stan Goldberg, produc- 
er of hi-tech corporate exhibits; Phil Wis- 
well. software c ritic; Janet Benn and 
Yvette Kaplan, professional animators. 

Submissions will be judged for compo- 
sition (color, layout, texture), movement, 
content (sound effects and characters), 
originality, and creativity (special visual 
effects). Decisions of the judges are final. 

The program: Movie Maker, market- 
ed by Simon & Schuster, is available for 
Atari 800, Commodore 64. and Apple II 
computers (49.95). The program allows 
you to create, save, and run animation 
sequences. 

While you need the program to create 
animations, you may view them without 
it. IPS has provided a number of profes- 
sionally created animation files that are 
now in the fam:ly computing forum. 

For more information, contact IPS at 
42 E. 23 St.. New York, NY 10010. 

ON-LINE CONFERENCES 

Guy Nouri. president of IPS. will be the 
special guest for the on-line conference 
in the family computing forum on Sunday, 
June 16. at 8 p.m. ET. Nouri, and oth- 
er IPS designers and programmers will 
discuss ways to use Movie Maker. 

Live conferences are held in the family 
computing forum on the first and third 
Sunday of each month. Read the Tele- 
computing column next month for a de- 
scription of these and other conferences, 
which allow people around the country to 
discuss topics of common interest, or 
meet noted authorities in the computer 
field. 
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Is your 64™ 
still doing 55? 
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there isn't much you can do about it 
besides hanging up and redialing. 
Since some modems are more effec- 
tive at filtering noise than others, 
you may have better results with a 
different brand. 

THE PROPER PROTOCOL 

Sooner or later, you're going to 
want to transfer or download pro- 
grams to your computer, which 
leads us to another problem — soft- 
ware incompatibility. To download, 
you usually use a special method, 
built-in to your software, called "pro- 
tocol transfer." The catch is. both 
you and the system you've called 
must be using the same method. 
Xmodem is by far the most widely 
used, but there are others, such as 
Hayes' proprietary and CompuServe's 
B-protocol . 

Having Xmodem included in your 
software is an advantage. Unfortu- 
nately, there are subtle differences 
between each type of software that 
uses this protocol, and two Xmo 
dems may not necessarily work well 
together. In particular. Xmodem per- 
formance on a network like Compu- 
Serve can be spotty. Luckily, many 
new communications packages are 
being written so that they'll work 
correctly with all Xmodem imple- 
mentations. If you've yet to purchase 
a communications program, make 
sure the one you choose supports 
Xmodem and works well on the sys- 
tems you'll use most. 

It's impossible to anticipate every 
difficulty you might encounter, so 
we've outlined the most common 
ones. The more you telecommuni- 
cate, the greater the likelihood youll 
run into strange problems. Keep a 
cool head and a steady hand on your 
manuals. If you still can't get the 
thing to work, you've earned the 
right to shut off the computer, lie 
down and try again later. Often, 
problems will vanish on their own! IS 



ELECTRONIC EDITION 

family computing has started an 
"electronic edition" on CompuServe. 
Here, you may read fast-breaking news 
and reviews, post messages for the 
editors and other users, attend live 
conferences, and generally participate 
in the creation of a new electronic 
magazine. Type go fam at any 
CompuServe prompt to check it out! 

You can also leave messages 
(e-mail) for family computing on The 
Source (account No. TI5483). 

To operate these electronic services, 
family computing uses modems supplied 
by Hayes Microcomputer Products. Inc. 




DOUBLES DISK CAPACITY! 



Cuts Your Cost 50%! 

Now! The back of your 5V4" diskettes 
can be used for data storage even with 
single head disk drives. 

• MlULEtinai makes it easy 

• Adds the notch needed. 

• SATISFACTION OR MONEY BACK. 

xmiiLExmcHi 

Cuts square notch for Apple, II, II + , 
Me, lie, III, Franklin and Commodore. 

only $14.95* 

XI MILE XOTCH II 

For use with computers other than 
those shown above. 

only $21.90* 



DISK OPTIMIZER SYSTEM 

SOFTWARE FOR APPLE, II, II I , lie, III & Franklin 



• 469% FASTER Than Similar Programs! 

• Certifies your "NEW" disk 100% Error Free 

• Removes Bad Sectors • Adds 36th Track 

• Performs Disk Drive Speed Check 
• Adds DOS and More 

only $24.95* 

- SPECIAL PACKAGE PRICE - 

NIBBLE XOTCH I & BISK OITIMIZKIt 

only $29.95 for both 
*add $2.00 each order ($5.00 foreign) 
For Postage and Handling 
— Florida Residents Add 5% Sales Tax — 
ORDER TODAY! 

_ Toll Free 1-800-642-2536 

V7S4 



FLORIDA: 1-305-493-8355 

OR SEND CHECK OR MONEY ORDER TO: 



XIIIIILbWWCH miU'llTEUIWHHICTS 

4211 NW 75th TERRACE, • DEPT. fi 8 
LAUDERHILL, FL 33319 

PATENTED ALL TRADEMARKS ARE ACKNOWLEDGED 



SpeedWriter * Compiler 

• Runs software up to 30 times faster 

• Reduces program size up to 50% 

• Decreases disk 

access time .. 

• Compiles most 
basic programs 
without altering 
them 

Menu Writer" 

• Create profes- 
sional auto-load 
& auto-run 
menu(s) 

• Instant 
menu 

screens at the 
touch of a key stroke 

For all major computers 



Speed 
Writer 




Call now for details: 

1-800-621-4109 In Illinois 312-470-0700 

CodeWriter 

Tkt world's leading supplier 

of program design software. 
7847 N. Caldwell Ave., Niles, IL 60648 



1200 BAUD SMART MODEM 



New Volksmodem XII from Anchor Automation finally brings 
the cost of 1200 baud smart modems down to a cost everyone 
can afford. This high-speed modem retails for $299.95, but is 
available from UNISOURCE/or only $199.95. 

Volksmodem XII needs only an interface cable and is ready for 
connection to your computer. Volksmodem cables are 
available for almost all microsystem computers on the market. 



This smart modem is capable of full unattended operation 
in conjunction with stand-alone terminals and computers 
which have an RS232 interface. With Volksmodem XII 's 
ability to transmit data quickly and access mainframe 
computers like the Source and Compuserve, it's truly the 
affordable way to maximize your personal computer's 
productivity. Our operators are standing by. 





Tl 99/4A OWNERS 

ORDER A DUST COVER AT A SPECIAL PRICE 
AND GET OUR CATALOG FREE! 

This exclusive offer available for Family Computing readers only. 
Purchase a Techni-Cover console dust-cover for only $5.95 (a $9.95 value) plus $2 
shipping and receive our 80 page color catalog FREE (a $3 value). 

Our Encyclopedia/Catalog contains more than 1 ,000 items for your 
TI 99/4 A and fully describes each product and what is needed to make 
it functional. 

You'll also receive periodic flyer updates and future editions of our 
catalogs at no additional cost. Our operators are standing by. Visa, 
MC welcome. 

TOLL FREE 1-800-858-4580 
(in Texas 1-806-745-8834) 
UNISOURCE ELECTRONICS 




P.O. Box 64240 • Lubbock, Texas 79464 
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GAMES 

GAMES WITH LEGS 

Finding a Game That Gives Long-Run Fun 



BY JAMES DELSON 
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In Hollywood, when a film draws a 
wide audience over a long period of 
time, it's said to have "legs." Star 
Wars and Chariots of Fire, to name 
a couple, have this special quality. 
You could see them again and again 
and still come away having had a 
good time. 

A few select computer games have 
legs, too. These are games that can 
be played over and over again with- 
out losing their thrill. 

Tracking down such packages 
isn't easy. A few minutes spent on a 
game at the computer store, if you're 
lucky enough to have a store that al- 
lows for such prepurchase testing, 
won't reveal whether or not the 
game will last for months. Word of 
mouth may work, if you're lucky 
enough to have a reliable source. 

Your best bet is to learn about the 
various kinds of software on the 
market before going to the store. 
You'll find that certain kinds of 
games tend to have better mileage, 
or a longer shelf-life than others. 

FROM THE GROUND UP 

Games have legs when they can 
grow as players progress. If a game 
requires hand-eye skill, it must pro- 
vide enough challenge and new scen- 
ery to accommodate the most skilled 
hand-eye master. If it requires map- 
ping or puzzle-solving, it must pro- 
vide something more once the pro- 
gram's initial set of maps are drawn 
and puzzles are solved. 

The best all around games for 
long-term use have been designed 
not only to be played and replayed, 
but to be restructured or even en- 
tirely rebuilt from the ground up. 
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critic, looks for games that have legs to 
stand on. 



Construction sets let you build 
your own game boards from scratch. 
Challenge friends and family mem- 
bers to navigate racetracks you've 
built {Rally Speedway), try pinball 
tables you've crafted [Pinball Con- 
struction Set), or jump, run, and 
climb their way to high point scores 
in custom-made ladder games (Mr. 
Robot and his Robot Factory. Lode 
Runner). 

Many strategy and tactics games 
have built-in construction-set fea- 
tures. These historical or hypotheti- 
cal recreations of military encoun- 
ters set in a variety of different 
eras — from Roman times, through 
medieval times , to World War II 
and beyond — let you play through 
preprogrammed battles or make up 
your own parameters. Change the 
terrain you fight on. the number of 
your units and their strength, the 
amount of resources you begin with, 
or the power and sophistication of 
your munitions. 

With this kind of flexibility, you 
can play a different game every time 
you take your seat at the computer. 
Some role-playing adventures have 
this quality, too. Electronic Arts' 
Seven Cities of Gold, for instance, a 
simulation of 15th century Spanish 
exploration, puts you in the boots of 
a conquistador. After you've mapped 
and colonized the New World, you 
can switch into a different mode and 
have the computer create a whole 
new New World to navigate and fame. 
Galactic Adventures is another 
good value. After you've tired of 
the existing worlds in the game, you 
can construct your own. 

Games score well in the legs de- 
partment if they are open-ended con- 
tests that two or more players can 
enjoy. Some sports games feature 
play systems and graphics that 



actually simulate some of the 
excitement and variation you'd find 
in the real thing. Take One-on-One 
(Electronic Arts). This realistic bas- 
ketball game pits one player as Ju- 
lius Erving against another as Larry 
Bird, each with his own set of char- 
acteristics. With two players compet- 
ing, the game can be as unpredict- 
able as any one-on-one encounter. 
Many of the Olympic game simula- 
tions available (Epyx's Summer 
Games, for instance) are also long- 
playing. They combine good anima- 
tion with a sensitive play system 
that requires practice in order to 
fare well. Each round of play brings 
new surprises. 

IDENTIFY THE AUDIENCE 

In addition to looking at the quali- 
ty of a game, you should consider 
who will play it. Children under 8 
are more interested in graphics and 
flash than they are in sophisticated 
play systems. For young children, a 
computer game is like a red balloon. 
They will love it and be delighted for 
15 minutes. Then they'll want a blue 
balloon. Some of my younger play- 
testers don't care about point scores, 
as long as the colors and shapes 
keep flying. 

Also, children, especially very 
young ones, love to play games with 
adults. When deciding on a pur- 
chase, think of whether or not the 
game in question would lend itself to 
a parent-child experience. You'll find 
that young children will keep going 
back if mom and dad do. 

If a game does have legs, you'll 
know by how long it keeps a teen- 
ager's attention. Teenagers are 
tough to please. They have the kind 
of concentration, and the interest to 
get the most out of a good game. 

Young children can be satisfied 
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FAMILY FAVORITES 



(Unless otherwise noted by a C. to in- 
dicate a game good for children, these 
games are suitable for adults and 
teens. ) 



CONSTRUCTION SETS I I 

Lode Runner (Broderbund); Apple II 
series. Atari. C 64. IBM PC/PC/r. $34- 
$39 (C) 

Mr. Robot and His Robot Factory 

(Datamost); Apple II series. Atari, C 64. 
$34 (C) 

Pinball Construction Set (Electronic 
Arts); Apple II series. Atari. C 64. $39 (C) 

Rally Speedway (Adventure Interna- 
tional); Atari. $49 

The Shattered Alliance Toolkit 
(Strategic Simulations); Atari. $15 



STRATEGY AND TACTICS GAMES □ 



Ancient Art off War (Broderbund): C 
64. IBM PC/PCjr. $44 (See Software Re- 
views this issue.) 

Fighter Command (S.S.I. ); Apple II 
series. $49 

Gulff Strike (Avalon Hill); Atari. 
Planned for Apple II series. C 64. $39 

Knights off the Desert (S.S.I. ); Apple 
II series. Atari. C 64. $39 

Legionnaire (Avalon Hill); Apple II se- 
ries. Atari. C 64. IBM PC/PC/r. $25-40 

My chess (Datamost); Apple II Series. 
Atari, C 64. $34 

Paris In Danger (Avalon Hill); Atari. 
$35 {See Software Reviews this issue.) 



POLITICAL GAMES C 



Computer Diplomacy (Avalon Hill); 
IBM PC. $50 

Geopolitique (S.S.I. ): Apple II series. 
C 64. $39 

President Elect (S.S.I. ); Apple II se- 
ries. C 64. $39 



FINANCIAL GAMES C 



J 



Bank President (Infoware Corp.); 
IBM PC/PC/r. $74 

Cartels and Cutthroats (S S I ); Ap- 
ple II series. C 64. IBM PC/PC/r. $39 

M.U.L.E. (Electronic Arts); Atari. C 64. 
$40 

Rails West! (S.S.I. ); Apple II series. 
Atari, C 64. $39 



with a game with plenty of splash 
and variation within each sitting. 
But older kids and teenagers want a 
game that offers something new at 
each session. A game is exciting only 
if it consistently gives them a novel 
experience. 

Old timers — those of us out of 
high school — tend to have different 
gaming standards. For a game to 
have legs, it has to meet another set 
of criteria. For one thing, adults 
have less time to spend on games. 
Their few gaming hours must pro- 
vide maximum satisfaction. Games 
have to be fun and deep, and imme- 



SIMULATIONSC 



Flight Simulator (Microsoft); IBM PC! 
$49. 

Flight Simulator II (subLogic); Apple 
II Series, Atari. C 64. $39 



SPORTS I 

The Activision Decathalon (Acti- 
vision): Atari. C 64. $31 (C) 

Julius Erving and Larry Bird Go 
One- on-One (Electronic Arts); Apple II 
series. Atari. IBM PC/PCjr. $39 (C) 

Microsoft Decathalon (Microsoft); 
Apple II series. IBM PC. $39 

On- Court Tennis (Gamestar); C 64. 
$29 {See Software Reviews this issue.) 
(C) 

Summer Games (Epyx); Apple II se- 
ries. Atari. C 64. $39 (C) 



□ 



ROLE-PLAYING ADVENTURES 1 1 
Galactic Adventure (S.S.I. ); Apple II 

series. IBM PC/PCjr. $19 
The Seven Cities off Gold (Electronic 

Arts): Atari. C 64. $40 
Sundog: Frozen Legacy (FTL 

Games): Apple II series. $39 

WORD GAMES: 

Monty Plays Scrabble (Epyx/Ritam); 
Apple II series. C 64. IBM PC/PCjr. $29- 
$39 



ARCADE SHOOT-EAA-UPSC 



Archon and Archon II (Electronic 
Arts); Apple II series (Archon only), Atari, 
C 64. $40 

Operation Whirlwind (Broderbund); 
Atari, C 64. $39 

Submarine Commander (Thorn 
EMI); Apple II series. Atari, C 64, VIC-20. 
$19_$44 
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Bristles (First Star); Atari. C 64. $19- 
$24 

B.C. II: Grog's Revenge (Sierra); 
C 64. $34 

B.C.'s Quest for Tires (Sierra); Apple 
II series. Atari. ADAM. C 64. $34-$39. 

Gateway to Apshal (Epyx); Apple II 
Series. Atari, C 64, IBM PC/PCjr. $40 

Rabbit Trail (Funware); TI-99/4A. $9 

Rock N' Bolt (Activision); C 64. $29 



diately pleasurable in one sitting. 

For a game to be popular with 
adults in the long run, rules and 
play systems must be easy to mas- 
ter. Adults don't want to spend a lot 
of time learning new sets of rules 
each time they play. They want to be 
able to boot up the game and re- 
sume where they left off last session. 

Accompanying this article is a se- 
lection of games I've found to be 
long-legged hits — winners that play- 
ers keep returning to time and time 
again. Use this list and the guide- 
lines to select challenges sure to go 
down as old family favorites. II 





PRICE 
BUSTERS 



software * books * supplies 
f o r 

apple atari »• commodore Iba-pc pc-Jr 
gases * education • hone management 
business * utilities * systems 
on 

disks cartridges cassettes 
Our prices are 251 to SOI or more below retail. 
We have thousands of different computer Items. 
And. YES, the/ art the Real Thing.. .MOT COPIES. 
Please call or write for our current price list. 
--> Be sure to tell us what computer you have. 

>cooe for this nice 1 1 s t < 

A-Apple II* D-Apple MAC G-C/64 01 si 1-lBHpc 
8 -Apple IIC E-Atarl Disk H-C/64 Cart J-PCjr 
C- Apple I IE F- Atari Cart 

e • Educational h • Host Use r • Recreational 

Type of Store Our Mame of 
Coaputer: Price Price Program/ lt« 

A8C.E.G. IJ WO e J26 Agent USA. 48M Atari $22) 

ABC.E.C.IJ S40 r J2S Archon (Electronic Arts) 

ABC.E.6... S40 r 128 Archon II: Adept (E.Arts) 

ABC. E.G... S40 r $26 Bruce Lee. 48k 

ABC. E.G. I. J30 r 120 Castle Wolfensteln. 32k 

.BC.E.G.IJ $50 r $2$ Cut I Paste Word Processer 

ABC0..G.M S50 r S32 Deadline (InfocwJ 

N.« S40 h S26 Fast Load Cartridge (Epyx) 

ABC.E.C.IJ $50 h S3S Flight Simulator II 

AB.DC.GHI. S3S r 123 Frogger (MAC 12 7) 

ABC. .6... S4S e S29 Gertrude's Puzzles (TLC) 

ABC...G... S4S e J29 Gertrude's Secrets (TLC) 

A8C.E.G.IJ S3S r $19 Hard Hat Hack (Elect. Arts) 

A8C0 U $40 r S26 Hitchhiker's Guide- Galaiy 

E.G... $35 r $23 Hitchhiker's Guide- Gal aiy 

ABCOE.GHIJ S3S r $23 Lode Runner (MAC S27) 

ABCOE.G.IJ S40 e $26 MasterType (MAC $33) 

A8C...G.IJ $50 c $32 Math Bias ter (Davidson) 

ABC. E.G. . . $2S c $18 MecMry Bldr: Concentration 

ABC. . .G. IJ $40 t $26 Moptown 9irUt (Lrng Co.) 

....E.G... $40 r $19 M.U.L.E. (Electronic Arts) 

ABC. E.G... CALL e CALL Muppet Learning Keys 

ABC.E.G.IJ $40 r $2S Murder on the ilnderneuf 

ABC.E.G.IJ $40 r $28 Music Construction Set 

ABC $50 eh$33 newsroom. 64k (Great. Ml 

ABC. E.G. IJ $40 r $28 1 on 1: L.81rd I J.CrvIng 

ABCOE.G.IJ $40 r $2$ Plnbal 1 Construction Set 

ABC. E.G. .. $50 h $32 Print Shop (Broderbund) 

ab. . .f.hI. $35 r $21 Robotron (Atari) 

ABC...G. .. $50 e $32 Rocky's Boots (Learn'g Co) 

AOC.E.G. .. $20 r $ 1 5 Saryon 11 (Haydon) 

ABCD..G.IJ $50 r $32 Sargon III (Hiyden) 

ABC.E.G.IJ $40 r $28 7 Cities of Gold (E.Arts) 

ABC...G... $40 r $28 Sky Fox (Electronic Arts) 

A8C...G.IJ $70 e $45 Speed Reader II (Davidson) 

ABC...G.IJ $40 e $26 Spoil Icopter (Oeslgnware) 

ABC...G.1J $50 e $32 Spell It (Davidson I Assc) 

ABC $40 e $26 Sticky Bear Programs (ea.) 

G... $30 e $20 Sticky Bear Programs (ea.) 

ABC.E.G.IJ $40 r $26 Summer Games ( I8M Sept. 85) 

ABC0..G.IJ $35 r $23 Transylvania (MAC $27) 

ABC0..G.IJ $40 r $26 Trivia Fever. 48k (Prof)) 

ABC0..G.I. $50 e $32 Typing Tutor 111 (StmontS) 

ABC.E.G.IJ $60 r $39 Ultima 1 1. 1 II {each} . 48k 

ABC...G.IJ $50 e $32 Word Attack (Davidson) 

A8CD $45 r $29 Zork 1,2.3. (each) 

G.IJ $40 r $26 Zork 1.2.3. (each) 

• THE FIXE PRINT • 
California Buyers Only: Please add 6t Sales Tax* 
Shipping Cost for Software within Cont.48 states: 
UPS Ground: 1 Item • $3. Thereafter. $1.50 ea. 
UPS Air s 1 U» - $5. Thereafter. $2.00 ea. 
Air Mall : 1 Item • $5. Thereafter. $3.00 ea. 
Alaska, Hawaii. FP0/AP0. Canada: Sea* as Air Mall 
VISA I M/CARO: Please add 3; to the above cash 
prices. Also Include: Card #; Expiration Date; 
and Cardholder's signature. 
Cashier Check/Credit Card/Money Orders usually 

shipped out within 24 hrs. Other checks: 2 wks. 
Public/Parochial School Purchase Orders Accepted. 
This ad was submitted on March 9th. therefore. 
Prlce/Avallabllty subject to change. In case of 
problems, jour phone / will help us notify you. 



************************** 

FAMILY DISCOUNT 
COMPUTER PRODUCTS 

250-2 S. Orange #540 
Escondido, CA 92025 

phone: (619) 489-1040 

$1. REBATE on Phone Orders 
************************** 
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COMPUTING CLINIC 

EMULATORS • PROGRAM-PROTECTION PASSWORDS • 

FASTER DISK ACCESS FOR THE C 64 • 

FILING VS. DATA-BASE SOFTWARE by Jeffrey bairstow 




I have noticed the word "emula- 
tor" several times in family com. 
puting. What is an emulator and 
can I use one with my Apple 

He? 

FREDERICK WAITHE 

Bronx, New York 

An emulator usually is a program 
that attempts to make one computer 
imitate another, or to act like a par- 
ticular type of terminal. For exam- 
ple, a terminal emulator might be 
used to make a personal computer 
perform as a Telex terminal for send- 
ing Telex messages. However, the 
term is used loosely to mean differ- 
ent things. 

Communications software neces- 
sary for using a modem sometimes 
is called "terminal emulator" soft- 
ware. But it's still just communica- 
tions software. 

Emulators are often used on large 
computers to make them imitate 
older computers — avoiding the need 



to rewrite software. Such emulators 
rarely are used on micros, but when 
the Commodore 64 was first intro- 
duced, an emulator (on cassette and 
disk) allowed it to run software writ- 
ten for the older Commodore PET. 

For the Apple He , you can pur- 
chase a CP/M card (a circuit board 
that plugs into one of its slots) 
that allows the computer to run 
CP/M software, such as WordStar. 
This card is, in effect, an emulator, 
though it's not often described that 
way. Also, a RAM-disk program is 
sometimes called a "disk-drive emu- 
lator" {see Dr. Kursors Klinic). 

Is there any way I can protect 
my BASIC programs so other 
people cannot list or copy 
them? 

ART CORNTHWAITE 

Princeton, Illinois 

Being able to protect BASIC pro- 
grams depends on what kind of 



computer you have. You can buy 
utility programs for Apple and IBM 
that enable you to "encrypt" your 
files. These programs are intended 
primarily for business users who 
wish to guard sensitive information. 

On some micros, you can protect 
your files through DOS without buy- 
ing a commercial program. For ex- 
ample, most versions of Radio 
Shack's disk-operating system, 
TRSDOS, enable users to assign two 
types of passwords to files. One type 
is an "owner" password that gives 
the user complete access to the file; 
the other is a "user" password that 
allows the user a variety of options, 
all of which are set by the "owner." 
Most commonly, the "user" can read 
or run a file or program, but not 
make any changes. 

These passwords are not printed 
on the file directory, so unautho- 

Jejfrey Bairstow is a contributing editor 

tO FAMILY COMPUTING. 




.Pressing the RETURN key is «uch the 
'Vane as saving please, as m, "PLEftSE 
enter thi? instruction into My Henory" 

-After you have typed a 
•.you Must press RETURN 



IT'S ONLY GOOD MANNERS' 



See your computer software dealer today. Or call 
Grolier Electronic Publishing, Inc. Toil-Free. 
800-858-8858 



Beginner's luck! 

Looking for an "easy-does-it" way to begin using a computer? You're in luck. And it doesn't 
matter whether you're a student or a first-time adult user. 

What's important is for you to take the first step. And the first step is Step One! 

More than fun and games. 

Step One is the first step because it's the first complete computer literacy course for beginners. 

It's a user-friendly program. An easy-to-understand, easy-to-use program. A program that 
introduces the magic of the computer through a series of games that are as enlightening as they 
are entertaining. 

It's an education in itself. 

In addition to the entertaining games, Step One features a simplified wordprocessor, and an 
introduction to programming in BASIC. 

The introduction demonstrates the functions of the special keys of the computer keyboard, 
while leading you through fundamental math calculations. And by playing the games ( including 
"Maze" and "Dunkman" ) you'll learn the basic computer skills needed to fully utilize the 
computer's capabilities. 

You'll be overjoyed, not overwhelmed. 

The problem with most programs for beginners is they feed you too much complex information, 
too quickly. 

Not Step One. It makes the computer remarkably easy to understand, and still easier to use. 
It's a major breakthrough for beginners, and just what you'd expect from Grolier. 

Step One is available for Commodore 64,™ Atari* and the Apple® II family of computers. 
At a price that makes beginning as affordable as it is enjoyable. 

Step One. Me it! 




Grolier Electronic Publishing, Inc. 

SHERMAN TURNPIKE. DANBURY. CONNECTICUT, 06816 • (800) 858-8858 



Apple is a registered trademark of Apple Computer Inc. 

Commodore 64 is a trademark of Commodore Business Machines, Inc. 

Atari is a registered trademark of Atari. 



rized users cannot gain access to the 
protected files unless they know a 
password . 

For computers using Microsoft 
BASIC, e.g. the IBM PC and com- 
patible machines, the command save 
"filename", p will prevent anyone (in- 
cluding the author) from listing or 
editing a program. (For short "Zist 
disable" programs, see Helpful 
Hints in an upcoming issue.) 

Do programs such as Fast Load, 
by Epyx, really speed up the 
loading off programs on the 
Commodore 1541 disk drive? 
Won't the program damage the 
drive? 

BRYAN PANTOGA 

West Des Moines, Iowa 

Programs designed to speed up the 
Commodore 1541 disk drive, such 
as the Epyx Fast Load Cartridge, do 
indeed work. And, they work with- 
out harming the disk drive. Rather 
than hastening up the rotation 
speed of the drive, these programs 
use software techniques to speed 
disk access. 

What is the difference between 
"data-base management" and 
"electronic filing" software 
packages? 

CYNTHIA CLINTON 

Durham, North Carolina 

There are no precise definitions of 
data-base management systems and 
electronic filing systems. Generally, 
however, the term "data-base man- 
agement" software is used to de- 
scribe powerful software with fea- 
tures suited to business use, and 
the term "electronic filing system" is 
used by many marketers to indicate 
simpler, less powerful software de- 
signed for home users. 

An electronic filing system is a 
computerized version of the informa- 
tion you might keep in a card file, a 
Rolodex, or a filing cabinet. The 
number of ways you can store and 
retrieve information varies, though 
usually you retrieve records from one 
file at a time. PJs: FILE (Software 
Publishing) is an example of an elec- 
tronic filing system that is easy to 
learn and use, and adequate for 
most tasks. 

A data-base management system 
is a more powerful program that al- 
lows you to work with more than 
one file simultaneously. For in- 
stance, you might list a company in 
a "supplier" file, an "accounts pay- 
able" file, a "Christmas card list" 



file, etc.. and call up and work with 
all these records at once. In some 
cases, you can change the structure 
of the information you've stored 
without starting a whole new file. 

In addition, many data-base man- 
agement systems have a "query lan- 
guage," so records in the data-base 
file can be retrieved in a variety of 
different ways — no matter how you 
originally listed them. For instance, 
you might ask to find the records of 
all people who had received your 
Christmas cards for five years run- 
ning without responding. DBase III 
(Ashton-Tate) is an example of an 



advanced data-base management 
system. 

To choose the type of program 
that will work best for you, it helps 
to identify in advance the way(s) you 
will use it most often. Then you can 
test several types to see which best 
suits you. 

Send your questions, either machine- 
specific or general, to: 
Computing Clinic 

FAMILY COMPUTING 

730 Broadway 

New York. NY 10003 

Due to the volume of mail we cannot 

respond individually to each question. 



Encyclopedia 
Electronical 



Grolier's 
Academic 
American 
Encyclopedia 

online through 
CompuServe. 

The encyclopedia 
that's fun to use — 
for the whole family. 

The encyclopedia that's 
always current — updated 
every 13 weeks. 
The electronic encyclopedia that costs 
the same as a computer game, and has 
hundreds more uses — from homework 
io health questions, from trivia to travel 
i preparation, from business to back- 
ground on new topics, from special 
speeches to science facts. 
Subscribe Today — GO AAE on CompuServe. 
Unlimited Usage for Only $49.95 per year (Pius connect charges) 

For the price of a 
computer game! 

Also on CompuServe — GO EDU-6 to play 
The Whiz Quiz* ™ trivia game. 



Grolier Electronic Publishing, Inc. 

95 MADISON AVENUE. NEW YORK. NEW YORK 10016 





*The Whiz Quiz Trademark of Grolier Electronic Publishing. Inc. 



Super 
Software 
Sale 

Programmers Reference Guide 
* * $12.95 * * 



ATARI 

Call (312) 382-5050 To Order 



Super 
Software 
Sale 

All Software Is On Disk Unless 
Stated Otherwise. 



GAMES 



ATARI 

A567 STAR VOYAGER 
A544 STAR RAIDERS 
A545 MISSILE COMMAND (CART.) 
A546 GALAXIAN (CART.) 
A547 DEFENDER (CART.) 
A548 DIG DUG (CART.) 
A549 DONKEY KONG (CART.) 
A550 ROBOTRON (CART.) 
A571 POLE POSITION (CART.) 
A570 DONKEY KONG JR. (CART.) 
A569MS.PAC MAN (CART.) 
A595 JOUST (CART.) 
A555 PENGO(CART.) 
A556 MILLIPEDE (CART.) 
A557 JUNGLE HUNT (CART.) 
A558 MARIO BROS. (CART.) 
A559 MOON PATROL (CART.) 
A560 FINAL LEGACY (CART.) 
A561 FOOTBALL (CART.) 
A562 TENNIS (CART.) 
A563 TRACK & FIELD (CART.) 
A564 EASTERN FRONT (CART.) 
A565 GALAHAD & THE HOLY GRAIL 

A566 ADVENTURE WRITER 
A568 SARGON II 

FIRST STAR 

A510 SPY VS. SPY 
A511 I LOVE MY ALPHABET 
A512 U.S. ADVENTURE 

IMAGIC 

A513 CHOPPER HUNT 

BRODERBUND 

A51 4 MASK OF THE SUN 

A515 OPERATION WHIRLWIND 

A516 SPELUNKER 

A517 LODE RUNNER 

A518 WHISTLERS BROTHERS 

A501 SERPENT S STAR 

A502 STEALTH 

EPYX 

A519 TEMPLE OF APSHAI 

A520 JUMPMAN 

A521 DRAGON RIDERS OF PERN 

A522 SUMMER OLYMPIC GAMES 

A523 PITSTOP II 

A524 BALL BLAZER 

A525 RESCUE ON FRACTULUS 

SSI 

A526 KNIGHTS OF THE DESERT 
A527 FIELD OF FIRE 
A528 FORTRESS 
A529 THE COSMIC BALANCE 
A530 IMPERIUM GALACTUM 
A531 RAILS WEST 
A532 TIGERS IN THE SNOW 
A533 50 MISSION CRUSH 
A590 BROADSIDES 
A591 COMPUTER QUARTERBACK 
A592 COMPUTER AMBUSH 
A593 COMPUTER BASEBALL 
A594 QUESTRON 



LIST 
$19.95 
$19.95 
$19.95 
$19.95 
$19.95 
$24.95 
$24.95 
$24.95 
$24.95 
$24.95 
$24.95 
$24.95 
$24.95 
$24.95 
$24.95 
$24.95 
$24.95 
$24.95 
$19.95 
$19.95 
$39.95 
$19.95 

$19.95 
$24.95 
$29.95 

$29.95 
$29.95 
$29.95 



SALE 

$14.95 

$14.95 

$14.95 

$14.95 

$14.95 

$16.95 

$16.95 

$16.95 

$16.95 

$16.95 

$16.95 

$16.95 

$16.95 

$16.95 

$16.95 

$16.95 

$16.95 

$16.95 

$14.95 

$14.95 

$29.95 

$14.95 

$14.95 
$19.95 
$16.95 

$20.95 
$24.95 
$24.95 



$19.95 $14.95 

$39.95 $24.95 

$39.95 $24.95 

$22.95 $18.95 

$34.95 $20.95 

$29.95 $18.95 

$39.95 $24.95 

$29.95 $18.95 



$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 



$39.95 $24.95 

$39.95 $24.95 

$34.95 $22.95 

$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 

$39.95 $24.95 

$59.95 $34.95 

$39.95 $24.95 

$49.95 $27.95 

MUSE 

A583 CASTLE WOLFENSTEIN $39.95 $18.95 

A584 BEYOND CASTLE WOLFENSTEIN 

$39.95 $22.95 

MICROPROSE 

A581 SOLO FLIGHT $37.95 $22.95 

A582 HELLCAT ACE $29.95 $18.95 

SYNAPSE 

A534 ENCOUNTER $19.95 $14.95 

A535 BLUE MAX 2001 $29.95 $19.95 

A536 QUASIMODO AIR SUPPORT $34.95 $19.95 

A537 N.Y.C. ELECTRICIAN $34.95 $19.95 

A538 RAINBOW WALKER COUNTDOWN 

$24.95 $19.95 

A539 FORT APOCALYPSE $34.95 $20.95 

A540 BLUE MAX $34.95 $20.95 



Add S3 00 * 0' shipping handling and .ntu'Onc* lllinon f»».d»n'* 
pitov* add 6*. »o. Add S6 00 *o' CANADA PUERTO RICO HAWAII 
ALASKA APO fO O'dert Conod.on 0 rd»r» m u »» bl U S do"0't 
WE DO NO! UPOR! TO OTHER COUNTRIES EXCEPT CANADA 
Endo»» Coth>»'* Cn#cK Uonty Ofd«f of Personal Ch»<l» Allow 14 

day* *0' d»l'*»'y 2 «0 7 dOy* 'Or phon# Ofd«'» I dOy •■P'»»» T»0«l ' 

VISA MASTERCARD COD 

NoCOD toConado APO fPO 



ACCESS LIST 
A589 BEACHHEAD $39.95 

AVALON HILL 

A572 TELENGARD $28.00 
A573 T.G.I.F. $25.00 
A574 FLYING ACE $31.00 
A575 MIDWAY CAMPAIGN $21.00 
A576 B-l NUCLEAR BOMBER $21.00 
A577 LEGIONAIRE $30.00 
A578 T.A.C. $40.00 
A579 MARKET FORCES $21.00 
A580 PANZER JAGD $30.00 
A504 GALAXY $25.00 
A505 ANDROMEDA CONQUEST $23.00 
A506 COMPUTER STOCKS AND BONDS 

$25.00 

COSMI 

A507 FORBIDDEN FORREST (TAPE DISK) 

$16.95 

A508 AZTEC CHALLENGE (TAPE DISK) 

$16.95 

A509 CAVERNS OF KHAFKA (TAPE DISK) 

$16.95 

DATASOFT 

A585 BRUCE LEE 
A586 PAC MAN 
A587 CONAN 
A588MR. DO 



SALE 
$20.95 

$19.95 
$16.95 
$22.95 
$12.95 
$18.95 
$24.95 
$26.95 
$14.95 
$21.95 
$16.95 
$16.95 

$18.95 



$39.95 
$29.95 
$39.95 
$29.95 



$12.95 
$12.95 
$12.95 

$20.95 
$18.95 
$22.95 
$24.95 



ACCESSORIES & 
PROGRAMMING AIDS 

A096 SURGE PROTECTOR 6 PLUG $49.95 $29.95 

A007 DATA CASSETTE RECORDER $91 .00 $44.95 

A093 MONITOR CABLE $14.95 $9.95 

A015BOX 10 ECONOMY DISKS $29.95 $12.95 

A018 BOX 10 FUJI FLOPPY DISKS $39.95 $14.95 

A025 50 FLOPPY DISK FILE BOX $39.95 $1 4.95 

A022 FLOPPY DISK CLEANER $29.95 $19.95 

A442 ATARI GRAPHICS TABLET $99.00 $49.95 

A105 BASIC TUTORIAL (BOOK) $16.95 $12.95 
A106 ADVANCED BASIC TUTORIAL (BOOK) 

$16.95 $9.95 
A107 PROGRAMMERS REFERENCE GUIDE (BOOK) 

$24.95 $12.95 



BUSINESS 



ATARI 

A201 ATARI WRITER (CART.) 
A202 PROOFREADER 
A203 VISICALC 
A204 HOME FILE MANAGER 
A215 TIME WISE 

CODEWRITER 

A206 FILE WRITER $29.95 
A207 REPORT WRITER $29.95 
A208 MENU WRITER $29.95 
A209 FAMILY FINANCE $29.95 
A210 HOME INTEGRATOR $24.95 
A21 1 SMALL BUSINESS INVENTORY $19.95 
A21 2 SALESMAN'S EXPENSE $19.95 
A213 ACCOUNTS RECEIVABLE & PAYABLE 

$19.95 

A21 4 RETAIL INVOICE 



$49 


95 


$39.95 


$19 


95 


$16.95 


$39 


95 


$29.95 


$24 


95 


$19.95 


$19 


95 


$14.95 



PEACHTREE 

A216 GENERAL LEDGER 
A217 ACCOUNTS RECEIVABLE 
A218 ACCOUNTS PAYABLE 



$19.95 

$99.00 
$99.00 
$99.00 



$24.95 
$24.95 
$24.95 
$19.95 
$19.95 
$12.95 
$12.95 

$12.95 
$12.95 

$49.00 
$49.00 
$49.00 



EDUCATION 



FISHER PRICE 

A444 LINKING LOGIC (CART.) 
A445 DANCE FANTASY (CART.) 
A446 MEMORY MANOR (CART.) 
A447 LOGIC LEVELS (CART.) 

SCHOLASTIC 

A407 BANNER CATCH 
A408 SQUARE PAIRS 
A409 SPELLAKAZAM 
A410 SPELL DIVER 
A411 AGENT U.S.A. 



$24 


95 


$16 


95 


$24 


95 


$16 


95 


$24 


95 


$16 


95 


$24 


95 


$16 


95 


$29 


95 


$22 


95 


$29 


95 


$22 


95 


$39 


95 


$24 


95 


$29 


95 


$22 


95 


$29 


95 


$22 


95 



ATARI LIST SALE 

A316 LOGO (CART.) $49.95 $39.95 

A318 ASSEMBLER EDITOR (CART.) $29.95 $19.95 

A31 5 PILOT (CART.) $39 95 $29.95 

A319 MACRO ASSEMBLER (CART.) $29.95 $19.95 

A420 ATARI MUSIC I $29.95 $19.95 

A421 ATARI MUSIC II $29.95 $19.95 

A422 INTRO TO BASIC I (TAPE) $19.95 $14.95 

A423 INTRO TO BASIC II (TAPE) $19.95 $14.95 

A424 INTRO TO BASIC III (TAPE) $19.95 $14.95 

A433 TYPE ATTACK (CART.) $19.95 $16 95 

A436 SAT SAMPLE TESTS $34.95 $17.95 

A437 SAT MATH MODULE $39.95 $29.95 

A435 SAT VERBAL MODULE $39.95 $29.95 

A434 THE LEARNING PHONE (CART.) 

$24.95 $19.95 

A438 TOUCH TYPING (TAPE) $19.95 $14.95 

A439 JUGGLES RAINBOW $19.95 $16.95 

A440 JUGGLES HOUSE $19.95 $16.95 

A443 PAINT $24.95 $19.95 

A425 ATARI LAB STARTER SET (CART.) 

$69.95 $49.95 
A426 ATARI LAB LIGHT MODULE (CART.) 

$49.95 $39.95 

A427 SCRAM $24.95 $19.95 

A428 SKYWRITER (CART.) $19.95 $16.95 

A429 CONVERSATIONAL FRENCH (TAPE) 

$19.95 $16.95 
A430 CONVERSATIONAL SPANISH (TAPE) 

$19.95 $16.95 

A431 MY FIRST ALPHABET $19.95 $16.95 

A432 SPEED READING (TAPE) $24.95 $19.95 

DESIGNWARE 

A401 CRYPTO CUBE $39.95 $24.95 

A402SPELLAGRAPH $39.95 $24.95 

A403 MATH MAZE $39.95 $24.95 

A404 SPELLICOPTER $39.95 $24.95 

A405 CREATURE CREATOR $39.95 $18.95 

A406 TRAP-A-ZOID $39.95 $24.95 

WEEKLY READER 

A412 STICKYBEAR BOP $39.95 $24.95 

A413 STICKYBEAR NUMBERS $39.95 $24.95 

A414 STICKYBEAR BASKETBOUNCE $39.95 $24.95 

A41 5 STICKYBEAR OPPOSITES $39.95 $24.95 

A416 STICKYBEAR ABC $39.95 $24.95 

A417 STICKYBEAR SHAPES $39.95 $24.95 

AMERICAN EDUCATIONAL COMPUTER 

A418 BIOLOGY FACTS $24.95 $16.95 

A419 ELEMENTARY SCIENCE FACTS $24.95 
A459 VOCABULARY WORD BUILDER 

$24.95 

A460 GRAMMAR WORD USE SKILLS $24.95 
A461 WORD GEOGRAPHY FACTS $24.95 
A462 SPANISH VOCABULARY SKILLS 

$24.95 

A463 FRENCH VOCABULARY SKILLS $24.95 



$16.95 

$16.95 
$16.95 
$16.95 



A464 WORLD HISTORY FACTS $24.95 
A465 U.S. HISTORY FACTS $24.95 
A466 U.S. GEOGRAPHY FACTS $24.95 
A467 U.S. GOVERNMENT FACTS $24.95 
A468 AEC SPELLING 2-8 $99.95 
A480 READING COMPREHENSION SKILLS 

$24.95 

A485 WORDS IN READING VOCABULARY 

$24.95 



$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$16.95 
$34.95 

$16.95 

$16.95 



SPINNAKER 






A448 KINDERCOMP 


$20.95 


$16.95 


A449 FACEMAKER 


$20.95 


$16.95 


A450KIDS ON KEYS 


$20.95 


$16.95 


A451 GRANDMA S HOUSE 


$20.95 


$16.95 


A452 KIDWRITER 


$26.95 


$22.95 


A453 FRACTION FEVER (CART.) 


$24.95 


$18.95 


A454 IN SEARCH OF THE MOST 


AMAZING THING 




$26.95 


$22.95 


A455 TRAINS 


$26.95 


$22.95 


A456 ALPHABET ZOO 


$20.95 


$16.95 


A457 AEROBICS 


$34.95 


$24.95 


A458 MATH BUSTERS 


$26.95 


$22.95 



COMPUTER DIRECT 

We Love Our Customers 
Box 1001 Barnngton 111.60010 

312/382-5050 to order 



Ji Lowest Price In The USA! 

atari Computer System Sale 

• Students • Word Processing • Home • Business 




[ Rated "Best Buy" by Consumers Digest Buyers Guide, January 



LOOK AT ALL YOU GET FOR ONLY $449 

SYSTEM PRICE 

©Atari 800XL 64K Computer 
©Atari 1050 127K Disk Drive 
©Atari 1027 Letter Quality 20 CPS Printer 

Atari Writer Word Processer 

Atari BASIC Tutorial Manual 



LIST PRICE 
$179.00 
299.00 
299.00 
59.95 
16.95 



INDIVIDUAL 
SALE PRICE 

$109 oo 

189°° 
199°° 

39' s 
12 ,s 



SAVE $100 

All 5 ONLY 

$ 449°° 

SYSTEM 
SALE PRICE 



All connecting cables & T.V. interface included. 
Monitors sold separetly. 



TOTALS 



$852.90 $549.90 



MONITOR OPTIONS: List Sale 

12" Hi Resolution Green or Amber Screen $199.00 99.00 
13" Hi Resolution Color $399.00 195.00 



Add $9.95 for 
Connection Cables 
and $10 for UPS 



15 DAY FREE TRIAL. We give you 15 days to try out this ATARI COMPUTER SYSTEM! ! If it doesn't meet your expectations, just send it 
back to us prepaid and we will refund your purchase price! ! 

90 DAY IMMEDIATE REPLACEMENT WARRANTY. If any of the ATARI COMPUTER SYSTEM equipment or programs fail due to faulty 
workmanship or material within 90 days of purchase we will replace it IMMEDIATELY with no service charge! ! 



Best Prices 9 Over 1000 Programs and 500 Accessories Available * Best Service 
9 One Day Express Mail 9 Programming Knowledge 9 Technical Support 



Add $25.00 for shipping and handling!! 

Enclose Cashiers Check, Money Order or Personal Check. 
Allow 14 days for delivery. 2 to 7 days for phone orders. 1 day 
express mail! We accept Visa and MasterCard. We ship 
C.O.D. to continental U.S. addresses only. 



COMPUTER DIRECT 

We Love Our Customers 
Box 1001, Barrington, III. 60010 

312/382-5050 to order 



COMMODORE 64 

• with $19.95 Software Purchase 

$ 1 3900 

•170K Disk Drive $149.00 * 

• Tractor Friction Printer $169.00 

• 13" Hi-Res Color Monitor $189.00* 

* See Page 13 



COMPUTER AND SOFTWARE 

SALE 



* COMMODORE 64 COMPUTER $139.00 

You poy only $139.00 (with the $19.95 software 
purchase see below) when you order the powerful 
84K COMMODORE 64 COMPUTER! LESS the value of 
the SPECIAL SOFTWARE DISCOUNT COUPON we pack 
with your computer that allows you to SAVE OVER 
$500 off software sale prices!! With only $100 of 
savings applied your net computer cost is $39.00! ! 

* 170K DISK DRIVE $149.00 

You poy only $149.00 (with the $19.95 software 
purchase see below) when you order the 170K Disk 
Drive' LESS the value of the SPECIAL SOFTWARE 
DISCOUNT COUPON we pock with your disk drive that 
allows you to SAVE OVER $500 off software sale 
prices 11 With only $100 of savings applied your net 
disk drive cost is $49.00. 

* 13" HI-RES COLOR MONITOR $189.00 

You pay only $189.00 (with the $19.95 software 
purchase see below) when you order this 13 COLOR 
MONITOR with sharper and clearer resolution than 
any other color monitors we have tested' LESS value 
of the SPECIAL SOFTWARE DISCOUNT COUPON we 
pack with your monitor that allows you to save over 
$500 off software sole prices!! With only $100 of 
savings opplied. your net color monitor cost is only 
$89.00 (16 Colors). 

80 COLUMN 80 CPS 
TRACTION/FRICTION PRINTER $169.00 

You pay only $169 00 when you order the Comstar T F 
deluxe line printer that prints 8'ixll full size, single 
sheet roll or fan fold paper labels etc. Impact dot 
matrix bidirectional. LESS the value of the SPECIAL 
SOFTWARE DISCOUNT COUPON we pack with your 
printer that allows you to SAVE OVER $500 off 
software sole prices 1 ' With only $100 of savings 
applied your net printer cost is only $69.00 

80 COLUMN BOARD $79.00 

Now you program 80 COLUMNS on the screen at one 
time! Converts your Commodore 64 to 80 COLUMNS 
when you plug in the 80 COLUMN EXPANSION 
BOARD' ' PLUS 4 slot expander! Can use with most 
software. 

80 COLUMNS IN COLOR 
EXECUTIVE WORD PROCESSOR $39.00 

This EXECUTIVE WORD PROCESSOR is the finest 
available for the COMMODORE 64 computer! The 
ULTIMATE FOR PROFESSIONAL Word Processing. 
DISPLAYS 40 or 80 COLUMNS IN COLOR or black and 
white! Simple to operate, powerful text editing with 
250 WORD DICTIONARY complete cursor and 
insert delete key controls line and paragraph 
insertion, automatic deletion, centering margin 
settings ond output to all printers' Includes a 
powerful mail merge. 
List $99 00 SALE $39.00 Coupon $29.95 



CALL 
BEFORE 
YOU 
ORDER 



PRICES 

MAY 

BE 

LOWER 



SUPER AUTO com 
DIAL MODEM 64 

(Best communications package in USA) 

$ ig tfy oo 



SPECIAL SOFTWARE COUPON 



We pack a SPECIAL SOFTWARE DISCOUNT 
COUPON with every COMMODORE 64 
i COMPUTER. DISK DRIVE. PRINTER, or 
I MONITOR we sell! This coupon allows you 
to SAVE OVER $500 OFF SALE PRICES!! 



(Examples) 
PROFESSIONAL SOFTWARE 
COMMODORE 64 

Name List Sale Coupon I 

Executive Word Procesior $99 00 $39.00 $29 95 

I Executive Data Base $69.00 $29 00 $19 95 

20 000 Word Dictionary $24 95 $14 95 S10 00 

Proct.calc II $69 95 $49 95 $44 95 

Print Shop (Disk) S44.95 $32 95 $26 95 

Proct.colc $59 95 $24 95 $19.95 

I Programmers Reference $20.95 $16.95 $12 50 
Guide 

Programmers Helper $59 95 $29 95 S19 95 

(Disk) 

80 Column Screen (Disk) S59 95 $29 95 $19 95 

D.sK Filer (by Flip N F.Ie) S39 95 $14 95 $12 95 

Deluxe Tape Cassette $89 00 $44 95 $34 95 

Pro Joy Stick $19 95 S12 95 $10 00 

Light Pen $39 95 $14 95 S 9.95 

Dus* Cover S 8.95 $ 6 95 $ 4.60 

Simon sBosic $29 95 $22 95 S19 95 

Pitstop II Epyx S39 95 $24 95 $19.95 

Super Graphics Expander $29 95 $22 95 $19.95 

Music Cole 1 $59 95 $29 95 $24.95 

Filewnter $59 95 $29 95 $24 95 



(See over 100 coupon items in our catalog) 
Write or call for 
Sample SPECIAL SOFTWARE COUPON! I 



EXECUTIVE QUALITY 
PROFESSIONAL BUSINESS SOFTWARE 
The Cadillac of Business Programs 
for Commodore 64 Computers 



Item 


List 


* Salo 


Coupon 


Inventory Management 


$79 95 


S29 95 


$24 95 


Accounts Receivable 


$79 95 


$29 95 


$24 95 


Accounts Payable 


$79 95 


S29 95 


S24 95 


Payroll 


S79.95 


$29 95 


$24 95 


General Ledger 


S79 95 


S29 95 


$24 95 



The $19.95 Software Purchase Options 



1 . 24 Program Bonus Pack (tope or disk) 

2 Oil Borrons-Sfrategy Board Game 

3 Disk Drive Cleaner 

4 HES Games (disk) 

5 Pogo Joe (tope or disk) 



LIST 
$29.95 
$49 95 
$29 95 
$29 95 
$29 95 



SALE 
S19.95 
J19.95 
119.93 
$19.9$ 
5 19.95 



• Computer Learning Pad $37.95 

• New Voice Synthesizer $49.00 

• 12" Green or Amber Monitor $79.95 

• 12" Daisy Wheel Printer $199.00 



SUPER AUTO DIAL MODEM $59.00 

Easy to use. Just plug into your Commodore 64 
computer and you re ready to transmit ond receive 
messages. Easier to use than dialing your telephone 
just push one key on your computer! Includes 
exclusive easy to use program lor up and down 
loading to printer and disk drives. 
List $129.00 SALE $59.00 

NEW COMPUTER LEARNING PAD 537.95 

Makes other graphics tablets obsolete This new TECH 
SKETCH LEARNING PAD allows you to draw on your 
T V. or Monitor and then you can print whatever you 
draw on the screen on your printers. FANTASTIC 111 
List $79.95 SALE $37.95. 

NEW VOICE SYNTHESIZER $49.00 

For Com-64 or VIC-20 computers Just plug it in and 
you can program words and sentences adjust volume 
and pitch, make talking adventure gomes, sound 
action gomes ond customized talkies 11 FOR ONLY 
$19.95 you can add TEXT TO SPEECH jus) type a word 
ond hear your computer talk — ADD SOUND TO 
Zork' SCOTT ADAMS AND AARDVARK ADVENTURE 
GAMES! ! (Disk or tape.) 

12" GREEN OR AMBER MONITOR $79.95 

Your choice of green or amber screen monitor, top 
quality. 80 columns x 24 lines, easy to read, anti- 
glare 1 PLUS $9 95 for connecting cable. Com-64 or 
VIC-20. 

12" DAISY WHEEL PRINTER $199.00 

"JUKI" Superb letter quality daisy wheel printer. 12 " 
extra large carnage, up to 12 CPS bi-directional 
printing, drop in cassette ribbon, Centronics parallel 
or RS232 serial port built in! (Specify) 
List $299.00 SALE 1199.00 

CARDCO G + INTERFACE $59.00 

For Commodore 6-1 and Vic 20 computers. Lets you use 
other printers with Centronics interfaces. This 
interface lets the printer act like a Commodore printer 
including printing the Commodore graphics (Dot 
matrix with graphic capability printers). 
List $109.00 SALE J59.00 

PROTECTO WARRANTY 

All Protecto's products carry a minimum 90 doy 
warranty. Therefore, if anything fails within 90 
days from the date of purchase, you simply 
send your product to us via United Parcel 
Service prepaid. We will IMMEDIATELY send 
you a replacement at no charge via United 
Parcel Service prepaid. This warranty proves 
once again that We Love Our Customers. 





• LOWEST PRICES • 15 DAY FREE TRIAL 

• BEST SERVICE IN U.S.A. • ONE DAY EXPRESS MAIL 


PHONE ORDERS 

8 a.m. - 8 p.m. Weekdays 

9 a.m. - 12 noon Saturdays 


•90 DAY FREE REPLACEMENT WARRANTY 1 
• OVER 500 PROGRAMS » FREE CATALOGS 1 



Add $10.00 for shipping, handling and insurance. Illinois residents 
please add 6% tax. Add S20.00 for CANADA. PUERTO RICO. HAWAII. 
ALASKA. APOFPO orders. Canadian orders must be in U.S. dollars. 
WE DO NOT EXPORT TO OTHER COUNTRIES EXCEPT CANADA. 
Enclose Cashiers Check Money Order or Personal Check Allow 14 
days for delivery 2 to 7 days for phone orders, 1 day express mail ! 
VISA - MASTER CARD — C.O.D. No C.O.D. to Canada. APO FPO 



We Love Our Customers 

Box 550, Barrington, Illinois 60010 

312/382-5244 to order 



FANTASTIC COMPUTER PRINTER SALE!!! 
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10X COMSTAR 

Tractor Friction Printer 
130-150 CPS 

Only 

$199 



List $499 



• Lowest Sale Price, Premium Quality. Tractor/ Friction Printer in the UvS.A. (Best Value) 

• Highspeed 130-150 Characters Per Second • 40. 46. 66. SO, 96. 132 line spacing 

• Word Processing. Letters • Business Forms • Labels. Graphics. Tables • List Programs 
Fantastic Graphics • Print Modem Data • The Most Important Accessory For Your Computer 



Premium Quality 
130-150 CPS 10X COM STAR 
Printer $199 

10" carriage, prints 8%'*xll" standard 
single sheet or continuous feed paper, 
Bi-directional, impact, dot matrix. 130- 
150 CPS. 9 x 9 dot matrix with double 
strike capability for 18 x 18 dot matrix 
(near letter quality), high resolution bit 
image, underlining, back spacing, true 
lower descenders with super and 
subscripts, prints standard, italic, block 
graphics, and special characters. It 
gives you print quality and features 
found on printers costing twice as 
much!! (Centronics Parallel Interface) 
(Better than Epson FX80). List $499.00. 
Sale $199.00. 

Premium Quality 150-170 CPS 
15"/ 2 X COM STAR Business 
Printer $319.00 

Has all the features of the 10X COM- 
STAR PRINTER plus 15Vf>" carriage and 
more powerful electronics components to 
handle large ledger business forms! 
(Better than Epson FX 100). List S599. 
Sale $319.00. 



JUKI 

12" DAISY WHEEL 
PRINTER $199.00 

"JUKI" Superb letter quality daisy 
wheel printer. 12" extra large carriage, 
up to 12CPS bi-directional printing, 
drop-in cassette ribbon. (90 day 
warranty) Centronics parallel or RS232 
serial port built In! (Specify). 
List $299.00. Sale $199.00. 



•JUKI 

Printer/Typewriter 
Combination $279.00 

"JUKI" Superb letter quality, daisy 
wheel printer/typewriter combination. 
Two machines in one — just a flick of the 
switch. 12" extra large carriage, 
typewriter keyboard, automatic margin 
control and relocate key drop in cassette 
ribbon! (90 day warranty) Centronics 
parallel or RS232 serial port built in 
( Specify ) . List $399.00. Sale $279.00 



OOlympia 



Executive Letter Quality $339.00 
15' 9 Daisy Wheel Printer 

This is the world's finest daisy wheel 
printer. Fantastic letter quality, up to 20 
CPS bi-directional, will handle 14.4" 
forms width! Has a 256 character print 
buffer, special print enhancements, built 
in tractor-feed (Centronics Parallel and 
RS232C Interface ) ( 90 day warranty ) . 
List $649.00. Sale $339.00 



OOlympia 



Printer/Typewriter Combination $439.00 

Better than IBM Selectric. Superb 
computer printer combined with the 
world's finest electronic typewriter. Two 
machines in one, just flick the switch for 
up to 20 CPS printing (300 Words per 
minute) on a 15" carriage that handles 
up to 14 1/8" in. paper. Drop in cassette 
ribbon — express lift off correction. 
Centronics parallel interface (90 day 
warranty). List $749.00. Sale $439.00. 



75 Day Free Trial — 7 Year Immediate Replacement Warranty 



PARALLEL INTERFACES 



For VIC-20 and COAA-64 — $59.00. Apple — $79.00. Atari — $59.00. 



Add SI 4.50 for shipping, handling and insurance. Illinois residents 
please add 6% tax. Add $29.00 for CANADA PUERTO RICO HAWAII 
ALASKA APOFPO orders. Canadian orders must be in U S dollars. 

WE DO NOT EXPORT TO OTHER COUNTRIES. EXCEPT CANADA. 
Enclose Cashiers Check Money Order or Personal Check. Allow 14 
days delivery. 2 to 7 days for phone orders. 1 day express mail! 
VISA MASTERCARD C O D No CO. D. to Canada or APO FPO 



We Love Our Customers 

Box 550. Barrington, Illinois 60010 

312/382-5244 to order 



COM-STAR PLUS+ 
Print Example: 



ABCDEFGH I JKLMNOPQROTUVWXY 
AKDEFGHI JKLNN0PQR8TUVWXYZ 1234847890 



IF ANY 3M, 
MAXELL, OR DYSAN 

FLOPPY DISK FAILS, 
WE'LL REPLACE IT 
WITH A NEW 
VERRATIM DISK. FREE 



W^ost floppy disks come with a guarantee; if they 
ever fail, the manufacturer will send you a brand new 
one. But let's face it; if a particular brand of floppy 
disk ever loses your data, you might not want another 
one of theirs. 

That's why Verbatim is offering a very special 
guarantee: If you buy a 3M, Maxell, 
or Dysan floppy disk — and it fails — 
we will replace it with a brand new 
Verbatim disk. Free. Whv are we mak- 
ing this offer? Because we think its^ 
time you use a floppy disk you 
can alwavs count on. 
Verbatim. 





C Verbatim Corporation 



VERBATIM. YOU CAN COUNT ON OS. 

Mail your failed 8'! 5W! or 3 1 :" disk in its original envelope, along with your name and address, and the brand and model of your computer system, to: 
Verbatim Offer. R 0. Box ^306. Clinton. IA 52736, Limit one refund per name and address. Offer limited to the first 100.000 3M. Maxell, or Dysan failed 
disks received. Offer expires October 1. 1985. Void where prohibited by law Offer rights are not assignable or transferable. 



MPUTER 



BY JOE GELMAN 





Deciding which computer to buy has never been easy for 
the first-timer. It's often hard to know what you want or 
need until you've spent some time with a computer. {See 
"Upgrading" Jor a look at why people buy a second one.) 
The task may be easier if you first identify the four major 
price/performance segments of the microcomputer mar- 
ket. (See accompanying box.) Do you want a low-end, a 
high-end. a heavy business, or a hot new computer? It 
helps to know what you're after. It also helps to know what 
you need. Read on and see if you can match your wants 
and needs to an affordable machine that's "you." 

THE COMPUTER BUYER 

To simplify the selection process, identify your primary 
reason for owning a computer. And look for computers 
that meet that need. 

Home-school connection. Students are likely to want 
a computer that's good for programming and word pro- 
cessing, and that has access to a wide range of education- 
al software. SAT and skill-building software can be a big 
help preparing for exams. 

Home/money management. If you want a computer 
for standard home-and-money management tasks (bud- 
geting, tax preparation, portfolio management), record- 
keeping and financial planning probably will be your pri- 
mary applications. Unless you own silver mines and trade 
in commodities every day, a 64K or 128K computer should 
be more than enough memory for most people. 

Home-office connection. Nobody likes taking work 
home from the office. But if you must, why not do it in 
style? With a system at home that's similar to the one at 
the office, you can put a disk in your briefcase and catch 
the 5:15 to Byteville! 

For most business-related applications, whether you're 
running a small business from home or bringing work to 
the house from the office, you'll want a computer that can 
run advanced spreadsheet, data-base, financial-planning, 
and chart-making programs. Such programs usually re- 
quire computers with a minimum of 128K; if you're run- 
ning your own business, you'll probably want more. 

Hobbyist. A good number of people will have special- 
ized uses for a computer, such as creating music or graph- 
ics. For these users, a built-in music-synthesizer chip, a 
MIDI interface for connecting the computer to electronic 
synthesizers, or a high-resolution color graphics display 
may be the prime consideration. Programmers, too. will 
look for different things, either specific features of the 
built-in BASIC, or the availability of other languages. 

FEATURES TO CONSIDER 

All computers are basically the same, but that doesn't 
mean you can run Lotus 1-2-3 on a Timex 1500. It means 
they're all based on the same principles, and with the 
proper programming (software) they can perform similar 
tasks. Any computer can be used for word processing or 
record-keeping, but one may do the job more efficiently 
than another. Generally, the more features a computer 
offers, the more it will cost, though you may be paying for 

joe gelman is a contributing technical editor to family computing. 
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service and support. This certainly is true when you buy a 
computer through a certified dealer as opposed to a mass 
merchandiser. 

In essence, given that most computers have certain spe- 
cial features that make them suitable for specific needs, 
what sets one computer apart from another is its capacity 
(memory) and ease of use. No matter what activity you're 
planning, you'll want to be comfortable while you're doing 
it. Although "comfortable" is a subjective term, here are a 
few elements to look for. 

RAM. The capacity of a microcomputer is what puts it 
in the major or minor leagues. Capacity is measured in 
kilobytes (Ks), with each K equal to 1,024 bytes or charac- 
ters. Random Access Memory (RAM) is memory available 
for use by programs. The more memory a computer has, 
the more useful it's likely to be. Think of RAM as "poten- 
tial IQ." You can fit a more sophisticated and powerful 
program, and more of your own information (larger files), 
into a machine with 128K of memory than one with 16K 
or 64K. In addition, the more memory a computer has, the 
less often time-consuming disk-access will be necessary. 

Disk Storage. A computer's capacity also can be mea- 
sured by its disk storage space. For instance, the Apple II 
disk drives store only 140K, while the IBM PC drives store 
360K. 

Keyboard. "Comfort" means you like the layout of the 
keyboard. If you're planning to enter a lot of numbers, 
there should be a calculator-style numeric keypad. The 
"feel" of the keys is another consideration. Are they mushy 
or otherwise peculiar, or do they encourage fast, accurate 
typing? This is particularly important for word-processing 
and data-entry applications. 

Screen Display. Comfort for your eyes is at least as 
important as comfort for your fingers. The computer 
should produce a clear image, free from wavy lines and 
other disturbances. Even when the monitor or TV is work- 
ing correctly, some computers produce a poor image. If 
you're going to do a lot of word processing, an 80-column 
(80-character) display is a big advantage. To read 80 col- 
umns clearly, you'll need a monochrome or high-resolu- 
tion RGB (Red-Green-Blue) color monitor. If you're going 
to want presentation-quality business graphics, make 
sure the computer has RGB color output. 

Check the "resolution" category in the chart, which 
gives the number of pixels (vertically and horizontally) a 
computer can display. In general, the more pixels, the 
sharper the image. But some computers with the same 
resolution have a strikingly different display quality. 

BASIC. For programmers, the features of the built-in 
BASIC are an important consideration. Does it support 
the graphics and sound of the computer (with commands 
such as play, sound, plot, draw, fill), or do you have to 
resort to arcane commands (peeks and pokes) to play a 



simple note or draw a line? In general, the more com- 
mands in BASIC, the more powerful and easy to use it will 
be. 

Other questions to ask: Does the BASIC allow easy 
screen-editing, so that you can fix mistakes in a program? 
Does it have "immediate syntax checking," to identify your 
mistakes as you enter a line? 

Software. Another factor determining ease of use is 
software. A computer is only as useful as the software 
written for it. When deciding between two equally capable 
systems, the availability and quality of software will set 
them apart. That's one reason the Apple II line has had 
such a long life, and why IBM-compatibility (the ability of 
machines from other companies to run IBM programs) 
has become so important. With thousands of IBM pro- 
grams available, and more on the way. an IBM-compatible 
has a fighting chance for success in the marketplace. 

In general, you can expect computers that have 
been on the market for awhile to have available all the 
basic software tools — word processing, spreadsheet, data 
base, languages, games, etc. But if you want any task- 
specific software, find it before you buy a computer. 

MAKING YOUR CHOICE 

The following capsule reviews of models from the lead- 
ing consumer computer-marketers will help narrow your 
choices. The company's current outlook and product line 
are examined. We don't list peripherals such as printers, 
modems, or specialized hardware, which are optional and 
readily available for most models. But be sure to keep 
these peripherals in mind when pricing a full system. 
Figure $200 to $300 for a disk drive, $250 to $350 for a 
good dot-matrix printer, $300 to S400 for an adequate 



THE COMPUTER MARKETPLACE 

4 Major Price/Performance Categories 

Low-End Computers. These inexpensive computers gener- 
ally have 64K RAM and 40-column screen displays, and are in- 
tended primarily for use at home. Strong points are their low 
price, good graphics and sound, and cartridge ports. They come 
with RF modulators for easy TV hookup. The Atari 65XE and 
Commodore 64 are in this group. Complete systems (with disk 
drive) start at approximately $300. 

General-Purpose Computers. These are "crossover" ma- 
chines, which can be used for game-playing and education, but 
are well equipped for serious business applications. Some, like 
the Apple lie and He (with extended 80-column card). Atari 130XE 
(with special monitor), and Commodore 128. have 128K RAM and 
can display 80 characters of text. These systems (with disk drive 
and monitor) start at approximately $700. 

Others in this category, such as the Tandy 1000 and IBM PCjr, 
can be expanded well beyond 128K (to 640K) and run high-level 
IBM-compatible business software. But. because they have good 
color and sound, they also can be used as general home-entertain- 
ment systems. Prices range from $1,000 to $1,500. 

Business Computers* Most often used by medium to large 
businesses, this type of computer is for serious users 
only. The systems usually come with 256K RAM (and 
often 640K) and two disk drives, and are used with high-resolu- 
tion RGB monitors and hard-disk drives. Prices for these comput- 
ers, which include the IBM PC/XT/AT line, the Tandy 1200 and 
2000. AT&T. Zenith, and Compaq computers, start at $1,500. 

The Kaypro 2X (64K) and TRS-80 Model 4 ( 64-1 28K) are busi- 
ness computers with limited power and monochrome displays, 
best suited for individual business users. 

State-of-the-Art Computers* These hot computers 
charged with powerful microprocessors — the Apple Macintosh, 
and the promised Commodore Amiga and Atari ST — have attract- 
ed business people, hobbyists, senior citizens, and kids. Memo- 
ries range from 128K to 512K (and possibly more), and screen 
displays are high-resolution. Special operating "environments" 
are designed to allow for "pull-down" menus and icons. Most 
software is operated with a mouse. Systems cost $1,000 and up. 
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letter-quality printer, and $100 to $500 for a monitor. 

The strengths and weaknesses of each computer are 
detailed and capped by an overall impression of the sys- 
tem. Specific technical data on each computer reviewed, 
and on others that offer a good price/performance value, 
can be found in the accompanying chart. 

No computer is perfect, but some may be perfect for your 
needs. If the strengths are appealing, and the weaknesses 
don't seem important, then that computer belongs high 
on your list. 



APPLE COMPUTER INC. 



The name Apple is virtually synonymous with "micro- 
computer." Since 1977, computers in the Apple II series, 
with excellent support from magazines, users' groups, 
software developers, and Apple itself, have attracted more 
than 2 million owners. Apples are extremely popular in the 
schools, and there's a large library of educational software 
available for them. Many businesses, large and small, have 
installed Apples in the office as word-processing, data- 
base, and spreadsheet workstations. 

Apple's line now consists of the expandable He, the He, 
and the Macintosh. (The once highly touted Lisa computer 
has been renamed the Macintosh XL.) The Mac offers the 
latest computer technology but sacrifices compatibility 
with the Apple II series. It is also Apple's Inain weapon in 
its battle for the business market against IBM. 

Strengths. There's a vast selection of business, educa- 
tional, and entertainment software for the He. One of the 
He's strongest points is its expandability. The internal 
plug-in card slots of the He support a wide variety of 
hardware add-ons (music synthesizers, modems, video 
digitizers, RGB output, a CP/M card. etc.). Memory can be 
expanded to 128K (and more, if you really want), and video 
display to 80 columns. Newly manufactured lies use the 
same CPU chip as the Apple lie. providing a high degree of 
compatibility with that machine's latest software. 

Weaknesses. The Apple II series has limited built-in 
sound capability and its graphics are tricky for program- 
mers to use. Due to the popularity of the He, it's priced 
high compared with newer, more powerful competitors, 
and is often sold as a "bare bones" unit that you must 
configure yourself. If the latest in sophisticated software is 
what you're after, you probably won't find it here. 

Overall. A proven computer that's best for those want- 
ing a large software base, or for those hobbyists who want 
access to the range of specialized add-on cards. 

APPLiHIc 

Strengths. The lie is a transportable, compact version 
of the He with extra memory (128K), built-in 80-column 
capability and disk drive, and serial ports for a modem 
and a printer. It has a greater software selection than the 
64K He because of its extra memory. The lie is easy to pick 
up (it has a handle) and carry. Features standard on the 
lie that are an extra expense for He buyers make this a 
better value for traditional applications such as word pro- 
cessing and telecommunications. 

Weaknesses. The lack of card slots makes further ex- 
pansion of the lie difficult. This is only a problem for 
potential users on CP/M or other enhancements. The key- 
board doesn't have the solid feel of the Apple He's, and 
some typists find it uncomfortable. Youll need special 
cables to connect non-Apple peripherals, and a serial-to- 
parallel converter to connect a parallel printer. 

Overall. Well-designed, easy to carry, and especially 
affordable when bought packaged with the lie monitor. All 
the advantages of He (except expandability) in a compact 
and attractive case. 



MACINTOSH 

Strengths. The Macintosh, which comes in 128K and 
512K ("Fat Mac") versions, is a compact computer with 
a sophisticated operating system. The computer, high- 
resolution black-and-white monitor, and disk drive (3.5- 
inch) are contained in one unit; the keyboard is separate. 
Each Macintosh comes with a mouse, a device that takes 
the place of cursor-control keys. You control the screen 
cursor (and other icon objects) by moving the mouse on a 
fiat surface. MacWrite, a word processor, and MacPaint, a 
fun-to-use and powerful graphics program, come pack- 
aged with the Macintosh. Most of the programs written for 
the Mac use "pull-down" menus, icons, and "windows." 
This common form, combined with the standard "point- 
and-click" approach of the mouse, makes learning differ- 
ent programs easier than on other systems. The range of 
sound output (four voices) is impressive. 

Weaknesses. While software for the Mac finally is hit- 
ting the market, don't assume without checking that the 
program you need is available. Lotus' Jazz, expected to 
help sell the machine, has suffered delays. The 128K 
Macintosh can be amazingly slow and annoying to use 
with only one disk drive. Constant disk-swapping is less of 
a problem with the 512K "Fat Mac." or when you add an 
external drive. The display is black-and-white only. As 
with the He, the nonstandard serial ports force the user to 
buy Apple peripherals, or go to extra expense for special 
cables. 

Overall. The Mac is an advanced and remarkably easy- 
to-use machine that has changed the way many users and 
software designers think about computers. The hi-res dis- 
play is easy on the eyes and capable of detailed graphics — 
excellent for drawing and typesetting applications. Using a 
mouse instead of the keyboard can be an advantage. A lot 
of business executives end up taking the Mac home and 
keeping it there. 



ATARI CORP. 



The name's the same, but Atari is a much leaner, more 
aggressive company under Jack Tramiel than it was as a 
division of Warner Communications Inc. Tramiel's prom- 
ise of "power without the price" (see "Jack Is Back," 
February 1985) has Atari watchers eagerly awaiting the 
new Atari ST series. And the new 130XE model is a wel- 
come upgrade (128K) of the popular 800XL. Unfortunate- 
ly, working models were not available for review, so we'll 
outline the announced features of the ST without editorial 
comment, and treat the XE as if it were an Atari 800XL. 



65XE and 1 30XE 

Strengths. These two computers are yet another incar- 
nation of the venerable 800 line. They have four-voice 
sound, the same ANTIC video chip that's responsible for 
Atari's unique graphics, and compatibility with a sizable 
base of software. The Atari computer always has been 
highly reliable, and great for general home use. The XE 
series is reported to continue in that tradition. 

The 130XE is the 128K version, and with the appropri- 
ate software, will provide greater storage capability for 



i n i i -j i i ,t ■$ I t i I f 




APPLE lie 



COMMODORE 64 



POPULAR COMPUTERS 



word-processing [AtariWrtter Plus) and data-base applica- 
tions. The keyboard has a new look, with graphics charac- 
ters printed on the keys, and the function keys positioned 
along the upper-right instead of the side. Atari BASIC, 
with its powerful full-screen editor, is built in. 

Weaknesses. While the Atari XEs still offer features 
not found elsewhere, they won't match the performance of 
more recently developed products. The built-in BASIC is 
useful, but limited in power. You can upgrade with third- 
party languages (BASIC XL and Microsoft BASIC) if you 
want more versatility. The uncertainty about Atari's fu- 
ture has caused a slowdown in software availability for the 
XL and XE line. If sales pick up, you 11 see more products 
in the stores. 

Overall. Few computers — at any price — offer the reli- 
ability, graphics, and sound features of the Atari XE line. 
The 130XE offers all the features of the 800XL, plus it has 
128K of memory. Amateur and professional programmers 
alike love their Ataris, and wouldn't trade them for all the 
Apples in Silicon Valley. For the price it's selling at now, 
you almost can't go wrong. 

These details are based on preliminary documentation 
and a look at a preproduction model. 

At first glance, the screen will remind you of the Macin- 
tosh — though the resolution of the preproduction model 
we saw was not nearly as sharp — but on closer examina- 
tion you 11 notice color (up to 512 colors reportedly are 
possible). The ST, which has 10 function keys and a nu- 
meric keypad, comes in two versions: the 130ST (128K) 
and 520ST (51 2 K). The ST series will incorporate the GEM 
(Graphics Environment Manager) user interface, which 
makes use of a mouse, icons, and "pull-down" menus — 
just like the Mac. This software (from Digital Research, 
maker of the CP/M operating system), is designed to make 
sophisticated programs easier to use. 

There's a long list of features planned: a three-voice 
sound synthesizer, a MIDI interface (the standard inter- 
face for connecting music keyboards and synthesizers), 
parallel and serial interfaces, a hard-disk-drive interface, 
built-in Logo, and high-resolution video output in black- 
and-white and color. The planned $599 price does not 
include a monitor or disk drive, so the system price will 
probably be near $1,000. 

If the'ST is delivered as planned, it will start its life with 
at least one drawback — little software. But since GEM also 
runs on the IBM PC, software developers should quickly 
bring titles to market. Anyway, Tramiel expects that the 
first buyers of the ST will be self-sufficient kids who can 
write their own software. 



COMPUTER 


PRICE 1 


RAM: 
MIN MAX 


PRICE INCLUDES 
BUNDLED SOFTWARE 


Apple He 


$1,195 


128K 


BASIC. ProDOS. tutorials 


Apple lie 


$895 


64K/128K 


BASIC 


Atari 65XE 


$99 


64K 


BASIC 


Atari 130XE 


S140 


128K 


BASIC 


Atari 130ST/520ST 


$399'$599 


128K/511 


IK 


GEM user interface. BASIC 
or Logo 


Commodore 64 


$199 


64K 


BASIC 


Commodore 128 


about $300 


128K 


BASIC, tutorial. CP/M 


Compaq Portable 


$2,495 


128K/640K 


BASIC. MS-DOS 


cpson yA- 1 o 


under 
$3,000 


512K 


Valdocs 2. MS-DOS. CP/M. 
BASIC 


IBM PC 


$1,999 


256K;640K 


BASIC 
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CQQQ 
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128K/512K 


BASIC 


Kaypro 2X 


$1,595 


64K 


M.C.S BASIC. Star series. 
Mite 


Macintosh 


$2,195/ 
$2,795 


128K/5U 


>K 


MacWrile. MacPaint. 
Finder 


Extended TRS-80 
CoCo 


$159 $259 


16K/64K 


Extended Color BASIC 


TRS-80 Model 4 


S 1.099 


64K/128K 


BASIC. TRSDOS 6.0 


Tandy 1000 


$1,199 


128K/640K 


DeskMate. MS-DOS. 
BASIC 


Tandy 2000 


$2,499 


256K/76HK 


MS-DOS . BASIC 



I I 

Commodore, maker of the Commodore 64, the best- 
selling microcomputer in the world, now has a new atti- 
tude toward users, and some new products. 

In the past, one complaint about Commodore was lack 
of customer support and service, but a new help-line, 
(800) 247-9000, an agreement with RCA's nationwide ser- 
vice centers, and a commitment to support users' groups, 
should answer that. Despite these changes, the company 
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still considers itself the "king of mass merchandisers," 
committed to selling powerful computers at affordable 
prices. 

The new computers are the Commodore 128 and the 
much-awaited Amiga. (An LCD laptop computer also is 
under development.) While Commodore is not officially 
retiring the 64, it's definitely taken a backseat to the more 
powerful 128. We've used a working prototype of the 
C 128; the version you'll find on the store shelves should 
be virtually the same. The Amiga is not yet ready for 
release, but software developers who have early versions 
in-house are impressed with its speed and excellent color 
graphics. 

The Plus/4 (with built-in software) and Commodore 16 
computers, which were introduced last year, have not 
been particularly successful in the United States; Commo- 
dore says they sell better overseas. 

COMMODORE 64 

Strengths. Though sales are finally slowing, the C 64 
has been a dynamic best-seller for two years. The selection 
and availability of software for the C 64 are the best for any 
computer in its price range. Cartridge software, particu- 
larly easy for youngsters to use, is readily available. For 
music lovers, the three-voice synthesizer chip (SID) is a 
big plus. Piano-style keyboards and clever music-composi- 
tion software take full advantage of the chip. A full array of 
low-cost and reliable peripherals are available, from mo- 
dems to touch tablets to speech synthesizers. Due to the 
large number of owners, support from magazines and 
users' groups (and Commodore) is easy to come by. 

Weaknesses. Unfortunately, the built-in BASIC lan- 
guage provides no support for the graphics and sound 
capabilities of the C 64. You must resort to peeks and 
pokes, or buy additional software, in order to take advan- 
tage of these features. The 1541 disk drive is very slow, 
although the newly released Epyx Fast Load Cartridge 
improves speed considerably. Also, unlike most systems, 
the drive is not capable of "self-booting" software. You 
must type a load command to begin a program. Reliability 
has been a problem with the C 64 from the start, with an 
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FOR HOME SMALL BUSINESS USE 



PRICE INCLUDES 
BUNDLED HARDWARE 


CARTRIDGE 


INTERFACES 


DISK DRIVE 
STORAGE 


STANDARD 

TEXT 

DISPLAY 


NO. OP 
COLORS 3 


VOICES 


SPRITES 


RESOLUTION 3 


Disk drive 


N 


2 nonstandard serial 


140K 


40x24: 80x24 


16 


1 


None 


560 x 192 


None 


N 


9 expansion slots 


140K 


40x24 


16 


1 


None 


280 x 192 


None 


Y 


Nonstandard serial 


180K 


40x24 


256 


4 


4 


320 x 192 


None 


Y 


Nonstandard serial, expansion port 


180K 


40x24 


256 


4 


4 


320 x 192 


Numeric keypad 


Y 


Centronics parallel. RS-232C serial. 
RGB. MIDI 


360K-720K 


varies 


512 


3 


None 


640x400 


None 


Y 


Nonstandard serial, expansion port 


170K 


40x25 


16 


3 


8 


320 x 200 


Numeric kevpad 


Y 


Nonstandard serial, exp. port , RGB 


360K-410K 


40x25: 80x25 


16 


3 


8 


640 x 200 


Disk drive, monitor 


N 


Centronics parallel 


360K 


80x25 


16 


1 


None 


640 x 200 


Monitor. 2 disk drives 


N 


Centronics parallel. RS-232C serial 


360K 


80 x 25 


B&W 


None 


None 
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Disk drive, keypad 


N 


5 expansion slots 


360K 


80x25 


16 


1 


None 


640x200 


Disk drive 


Y 


RS-232C serial. RGB. 3expansion slots 


360K 


80 x 25 


16 


3 


None 


a in onn 


300-baud modem. 2 disk 
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N 


Centronics parallel. 2 RS-232C serial 


392K 


80x25 


B&W 


1 


None 


100 x 160 


Disk drive, monitor, mouse 


N 


2 nonstandard serial, mouse 


400K 


varies 


B&W 


4 


None 


512x342 


None 


Y 


Nonstandard serial 


156K 


32 x 16 4 


8 


1 


None 


256 x 192 


Disk drive, monitor, kevpad 


N 


Centronics parallel . expansion port 


184K 


80x24 


B&W 


1 


None 


128 x 64 


Disk drive, keypad 


N 


Centronics parallel. RGB. 
3 expansion slots 


360K 


80x25 


16 


3 


None 


640x200 


2 disk drives, keypad 


N 


Centronics parallel. RS-232C serial. 
RGB. 4 expansion slots 


720K 


80x25 


16 


1 


None 


640 x 400 



FOOTNOTES 

^rice is manufacturer's 'suggested retail price" for basic unit; 2 Not all colors necessarily can be displayed at once: 3 Highest resolution usually 
available in monochrome only; 4 Uppercase only 



unusually high failure rate out-of-the-box. The ports are 
nonstandard, so you need special cables to connect many 
peripherals. And the screen display is only 40 characters 
wide. 

Overall* The C 64 is a good computer, but it can be 
difficult to use. It's adequate for home use (in fact, in 
many ways it 's a classic "home computer"), especially if 
you use commercial software. It can be a lot of fun to use, 
especially for youngsters. Because of its music synthesiz- 
er, anyone with a passing interest in music need look no 
further. Because of its unreliability and slow disk drive, 
it's not recommended for business use. 

COMMODORE 128 

Strengths. The C 128 is a Commodore 64 and a whole 
lot more. An expanded keyboard with a numeric keypad is 
the most obvious improvement. But changes under the 
hood are even more striking. The C 128 operates in three 
different modes. In C 64 mode, it's 100 percent compatible 
with C 64 hardware (it has the same expansion ports) and 
software. That means you don't suffer the initial software 
shortage usually associated with new computers. And. if 
you're upgrading from a C 64, you can still use the 1541 
disk drive, as well as any printers and modems you own. 

In the C 128 mode, you have access to 128K of RAM, a 
brand new BASIC 7.0 (with more than 140 commands, 
including full support for all the graphic and sound capa- 
bilities of the machine), and a 40- or 80-column display 
(with an RGB monitor). There's also a built-in sprite editor 
(to create sprites) and a machine -language "monitor," 
which can be a great help when programming in the 
Commodore's machine language. 

The third mode, which requires the new 1571 disk 
drive, is CP/M 3.0. This granddaddy of operating systems 
gives you access to thousands of programs (many public 
domain), and business-quality software (e.g. Wordstar 
and the Perfect series). The 1571 drive is double-sided, 
and disks can hold up to 41 OK of data. It can transfer 
data much faster than the 1541. 

Weaknesses. After spending a short time with the 
prototype, we couldn't find much fault with the overall 



design of the C 128. It is, of course, based on old-fash- 
ioned 8-bit technology, the price of keeping compatibility 
with the C 64. Like any new machine, it's bound to have 
some bugs that need to be worked out. You may want to 
wait and see if early buyers are satisfied. 

Overall. Too early to tell. But the C 128 is the comput- 
er Commodore should have come out with last year, in- 
stead of the ill-fated Plus/4. In fact, it's the first time that 
Commodore has introduced a new computer that's com- 
pletely compatible with an existing one. Bravo! 



The giant of the computer industry (and one of the most 
profitable companies in the world) is as strong in the 
business market (especially among Fortune 500 buyers) as 
Apple is in the schools. By the same token, IBM is as eager 
to break Apple's school stranglehold as Apple is to break 
Big Blue's office domination. But right now, the business- 
oriented IBM PC is still IBM's only real success in micro- 
computers. 

The big question about IBM now is how it intends to 
approach the consumer marketplace. In March, IBM an- 
nounced it was stopping production of the PCjr. Analysts 
said the company couldn't make money selling it at 
$1,000, and above that price it couldn't attract buyers. In 
any case, IBM's expected to keep the PC/XT/AT line going, 
and to rethink the consumer market. 

Rumors about IBM are a dime a dozen, so here are two 
to choose between: 1. IBM will come out with a new ma- 
chine for the home market, priced at less than $1,000. in 
late summer; 2. When IBM introduces the new "PC2" it 
will drop the price on the PC into the consumer's (and 
school's) range. Already, a 64K PC sells for about $1,500 
in some stores. Meantime, the PCjr should be in stock, 
and selling at bargain prices, for some time to come. 

IBM PC 

Strengths. If there's a computer "standard," the IBM 
PC is it. A number of companies, including AT&T, have 
brought out computers that imitate the PC and run PC 
software. Many of the best new business programs, and 
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certainly all the bestsellers, run on the IBM PC. Some, 
such as Lotus 1-2-3, Symphony, Framework, and other 
powerful business-oriented packages, run only on the IBM 
PC or compatibles. Strong third-party hardware and soft- 
ware support promises a steady flow of products (the PC 
has five expansion slots and can accept all types of add- 
ons). Memory expansion to a healthy 640K of RAM is 
possible. With the addition of a color adapter and monitor, 
excellent business graphics can be produced. The docu- 
mentation supplied with the PC and available from other 
publishers is above average. 

Weaknesses. The IBM PC isn't cheap — you can get the 
same power and features elsewhere for less. And the PC 
may be more computer than you need, especially for home 
use. The PCs -DOS (disk-operating system) is not the 
friendliest in the world, though you can get used to it. 

Overall. If you have business to do, look here first. As 
the "standard," it's a good place to start. If you need more 
power or speed, you can move up to the PC AT; if you want 
a better price, you can try one of the IBM-compatibles. 
Since so many people in office environments use IBMs, 
you can count on belonging to a large "users' group." 

Strengths. The PCjr runs a good number of IBM PC 
programs (but not as many as true "compatibles"), plus 
offers enhanced sound and color (16 hues ) features — at 
a reduced price. {See "IBM PCjr Grows Up," in the May 
issue.) Some programs, such as Lotus 1-2-3, now come in 
a special PCjr version (two cartridges and a disk). This, 
and other programs, such as MECA's Managing Your 
Money, will not run on any other computer in the jr's price 
range. The jr's Cartridge BASIC (needed to run many pro- 
grams) is a powerful language with special graphics and 
sound enhancements. There's some educational software 
in cartridge format, which is easy for kids to load and run. 

Weaknesses. While it's possible to add a second disk 
drive to the jr, the addition is expensive. And a second 
drive is crucial for running many business programs. Fur- 
thermore, disk drives are marketed by third-party manu- 
facturers, and they cannot be counted on to continue 
production now that the jr has been discontinued by IBM. 
Ditto for third-party software developers. 

Overall. The PCjr is a spunky machine, great for gam- 
ing and educational purposes, that can also be used for 
business applications. Retailers should be offering it at 
significantly reduced prices until stock is liquidated. So, if 
you can find the software that will keep you going for a few 
years, the jr might not be a bad buy. 



O SHACK 



Radio Shack's been in the microcomputer market as 
long as anyone. The TRS-80 Model I was introduced in 
1977. and for a while was the country's best-selling com- 
puter. Radio Shack has since released Models II, III, 4, 12, 
and 16. It's still selling the Model 4 and the TRS-80 Color 
Computer 2, its low-end home model. One of the compa- 
ny's biggest successes, and Radio Shack's only market- 
share leader, is the TRS-80 Model 100 laptop computer 



(and now, perhaps, the Model 200) . 

Times are changing, however, and Tandy has decided 
that IBM compatibility is where the action is. Its latest 
computer, the Tandy 1000, is the result of that new direc- 
tion, and part of Tandy's Advanced Technology series 
(which includes the IBM XT-compatible Tandy 1200 and 
the fast, powerful Tandy 2000). 



COLOR COMPUTER 2 

Strengths. Over the years, the "CoCo" has developed a 
solid following among home users. There's a good selec- 
tion of software and add-ons (even a mouse) available 
through Radio Shack stores, and even more through 
third-party mail-order vendors. Although the CoCo comes 
in a lower-priced 16K RAM configuration, you can do more 
with the 64K Extended BASIC version. Current owners 
cite the sophisticated OS-9 operating system (optional) 
and the 6809 CPU chip as a programmer's delight. 

Weaknesses. Like a number of systems in this guide, 
the CoCo is graying around the edges. For the same or 
lower cost, you can get other systems that offer more 
versatility and features. The limited uppercase only, 32- 
character by 16-line display is a handicap if you're plan- 
ning any serious application, especially word processing. 
While it can be upgraded, it's an inconvenient nuisance in 
this day and age. 

Overall. In its time, the CoCo was a strong contender. 
For those who own one, it's still a viable, well -supported 
computer. But it's 1985. and potential buyers should look 
carefully at the competition. And while you're in the store, 
check out the Tandy 1000. . . 



TANDY 1000 

Strengths. The Tandy 1000 is IBM PC- and PCjr-com- 
patible. Tandy claims the 1000 is the computer the PCjr 
"should have been." It runs all IBM PC software except 
four game titles. Important products such as Lotus 1-2-3 
and the pjs series will run on the 1000. Features optional 
on the IBM PC that are standard on the 1000 include a 
parallel printer port, color capability, and MS-DOS (disk- 
operating system). The keyboard has 12 function keys 
and a numeric keypad. 

The DeskMate program comes with the 1000. This inte- 
grated software includes a spreadsheet, text editor, data 
base, and calendar with alarm. Telecommunications soft- 
ware and a built-in calculator also are provided. For some 
users, DeskMate may be all that's needed to make good 
use of the 1000. 

Weaknesses. The built-in BASIC language is not 100 
percent compatible with IBM Microsoft BASIC, which may 
affect those translating IBM BASIC programs. (A fully com- 
patible Microsoft BASIC is in the works.) A relatively mi- 
nor point is that there are only three expansion slots (as 
compared with five in the IBM PC). 

Overall. The Tandy 1000 is well designed, backed by a 
stable company, and may be a good choice for budget- 
conscious buyers looking for IBM compatibility. The free 
DeskMate software is adequate for general use, but is not 
a replacement for full-featured programs. H 
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Wander Into Wonderland! 

ADVENTURE GAMES TAKE YOU ON A VACATION 
TO A PLACE AS VIVID AS YOUR I AAAGI NATION 



Y 



ou won't need a passport to vacation in 
faraway lands this summer — the boulevards of 
Paris and the pyramids of Egypt are only as far 
away as the nearest adventure game. Just 
don't expect a tour guide to show you around, 
for your decisions determine what happens on 
this kind of trip. If you type go north in an all- 
text adventure like Zork, the program will dis- 
play a paragraph of prose describing the new 
location you Ve just reached: . . . carved out of 

ILLUSTRATION BY BARTON STABLER 



BY SHAY ADDAMS 

THE LIMESTONE. THE ROOM GLOWS WITH DIM LIGHT 
PROVIDED BY PHOSPHORESCENT MOSS. AND WEIRD 
SHADOWS MOVE ALL AROUND YOU. A NARROW PATH 
WINDS AMONG THE STALAGMITES. But type in GO 

south and you may wind up at the local Club 
Med. Graphic adventures show a game's differ- 
ent locations, people, and objects with high- 
resolution pictures, and briefly sum up the sit- 
uation in a few lines of text below. 

In addition to sightseeing, you have a spe- 
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ADVENTURE-GAME 
GLOSSARY 



Command: The instructions you 
type in to tell the program what you 
want to do next. In some adventures, 
commands are limited to a simple 
noun-verb combination, though the 
best games accept complete sen- 
tences. 

Disk access: A program often 
must access the disk to obtain the 
next illustration or text, or to decide 
how to respond to a command. 

First-person animation: With 
this technique, the entire picture 
changes to give the impression that 
you are moving closer to it. It's al- 
most a 3-D effect. 

Hard copy: Some adventures offer 
the option of simultaneously sending 
text to the printer, so you can study 
it for clues later on. 

Parser: Invisible to the player, 
this part of an adventure "reads" 
your command by comparing it with 



the words in the program's vocabu- 
lary. Well-programmed parsers enable 
you to concentrate on the game rath- 
er than on trying to communicate 
with the program. 

Restore game: The act of loading 
a saved game to continue playing it. 

Save game: An option that al- 
lows you to save a game in progress 
and return to finish it later. The nec- 
essary information automatically is 
stored on disk. 

Spot animation: A technique in 
which a small portion of a graphic 
adventure's illustration changes 
quickly to simulate motion. 

Vocabulary: The words that a 
particular adventure program will 
understand. Games with large vocab- 
ularies have various parts of speech, 
such as adjectives and adverbs, that 
expand the variety of possible ac- 
tions. 



shay addams is publisher 
and editor of 
Questbusters, a 
monthly newsletter 
devoted to adventure 
games. He is also co- 
author of The Greatest 
Games: The 93 Best 
Computer Games of All 
Time. 



cific goal to accomplish on your travels. It may 
involve solving a sinister crime or retrieving 
fabulous treasures from a forbidding cavern — 
but don't expect to stroll around casually 
scooping up gold and jewels. Access to many 
locations and hiding places is barred unless 
you possess special objects or passwords. The 
path may be blocked by a turbulent river, but 
after gathering logs and a vine from the jungle 
you could type tie logs with vine or make boat 
and get across. This kind of logical problem- 
solving — in which you must rely on your brain 
rather than your reflexes and eye/hand coordi- 
nation — is the essence of the adventuring expe- 
rience. 

HOW TO CHOOSE A GAME 

To make certain you don't make reserva- 
tions for the wrong destination, I've rounded 
up the adventures that most effectively stimu- 
late the imagination and transport you to an- 
other world. In an all-text game, much hinges 
on the clarity and eloquence of the prose. In 
graphic games, the quality of the art and color 
schemes is important. Other factors I consid- 
ered were whether a game's problems were in- 
geniously planned and whether clues and hints 
were distributed fairly. The intelligence of the 
program's parser — a part of the program that 
enables you to type in commands — and the ex- 
tent of its vocabulary also were weighed. 

Each game's suggested skill level is noted 
in the accompanying chart. If this is the first 
time you've gone adventuring, try an introduc- 
tory-level game— too many people get frustrated 
and give up because they begin with a game 
that's designed for experts. After single-hand- 
edly finishing an introductory game, you'll be 
ready to try any of the novice-level adventures. 
The intermediate-level programs are best ap- 
proached by people who have solved two or 



three games from the lower skill levels. Ad- 
vanced games require more patience and time 
(up to three months) to solve, and those de- 
scribed as "Masters only" contain the thorniest 
problems of all. 

Though adventure games are designed to 
be played by one person, two or more heads can 
come in handy. And keep in mind that except 
for the varying skill levels and subject matter, 
most adventure games have similar play sys- 
tems. Those listed in this article are all good, so 
choose the subject matter that excites your 
imagination, and wander into wonderland. 

FANTASYLANDS 

The most popular subjects for adventure 
games are fantasylands, science fiction, mys- 
teries, and what I like to call (for lack of a 
longer name) the "Indiana Jones is alive and 
well in an adventure game" category. 

Fantasylands are first on the itinerary, 
and Zork is the all-time classic. Inspired by 
William Crowther and Don Woods' 1977 Origi- 
nal Adventure [Colossal Caves), Zork was 
written on a mainframe computer by students 
at M.I.T. An all-text game, Zork introduced the 
full-sentence parser, which allows players to 
type in more than two words at a time. When 
the students (Marc Blank and Mike Berlyn) 
founded Infocom and converted Zork to run on 
microcomputers, they sliced the game into 
three programs. 

Zork I sends you into the ruins of the Great 
Underground Empire to retrieve a platinum 
bar, Neptune's trident, and 17 other treasures. 
The main obstacles are a murderous thief and 
a bewildering maze. With a fairy tale atmo- 
sphere, Zork II carries you deeper into a world 
ruled by magic as well as logic, where you en- 
counter a dragon, a unicorn, and a princess. 
The Wizard of Frobozz will interfere with your 
quest for 10 more treasures, but his magical 
antics are often as funny as they are frustrat- 
ing. The final game, Zork IIL has a melancholy 
feel and an enigmatic goal that only becomes 
apparent as you penetrate the deepest regions 
of the underworld and come face to face with 
the Dungeon Master. 

Some fantasyland adventures unfold in a 
"days of yore" setting. Sherwood Forest invites 
you to drop in on merry old England and fill 
Robin Hood's shoes as he seeks to win the 
heart of Maid Marian. Drawn in a cartoon style, 
the bright-color graphics are embellished with 
occasional spot animation, such as the shifty 
tax collector's eyes blinking open and shut. 
King's Quest, set in the mythical kingdom of 
Daventry, shows off the sharpest hi-res art ever 
seen in any kind of computer game. It also 
employs arcade-style animation to depict a 
young knave named Sir Grahame, whom you 
steer about via joystick or keyboard control on 
his quest to find a magic mirror, a magic 
shield, and a chest full of gold coins. The ugly 
trolls, a broom-riding witch, and some other 
nasty characters also are animated. 
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Coveted Mirror is another "days of yore" 
fantasy. You have to locate a missing piece of a 
magic mirror before the evil King Voar gets it, 
or the land falls under his reign forever. Doors 
and windows actually swing open when you 
type open door, and other instances of spot 
animation enhance this good-looking game. 

Based on a recent fantasy novel, Dragon- 
world involves an exciting journey to the imag- 
inary territory of Simbala to save "the last drag- 
on" from unknown captors. The screen shows 
14 text lines, while most graphic adventures 
use only four. And instead of full-screen graph- 
ics, three small pictures across the top of the 
screen illustrate the story. (This is true of most 
of Spinnakers Telarium adventures, which 
also include well-orchestrated music and 
sound effects.) Dragonworld has three joy- 
stick-controlled action games built in. 

SCIENCE FICTION 

Science-fiction adventures replace kings 
and dragons with robots and spaceships. In 
Planetfall, you crash-land on an uncharted 
planet and save an alien civilization from cer- 
tain death. (What a holiday!) Floyd the robot, 
one of adventuredom's most personable char- 
acters, keeps you laughing throughout. 

Another hilarious space epic. The Hitch- 
hiker's Guide to the Galaxy, was adapted from 
Doug Adams' novel [see interview). In it, you 
journey across the universe to the legendary 
planet of Magrathea. 

If you'd rather be juggling robots, visit the 
planet Contra in Suspended. The game pre- 
sents an unusual challenge: A gang of robots 
serves as your eyes, ears, and hands while you 
tell them how to repair a damaged under- 
ground control center. 

Back on planet Earth, Fahrenheit 451 
transforms Ray Bradbury's novel into an in- 
triguing graphic adventure. The backdrop is 
New York City in the far future, where the fire 
department burns books instead of extinguish- 
ing blazes. Your goal is to foil its plans, which 
necessitates joining forces with the literary un- 
derground. Each rebel demands to hear a fa- 
mous quote from classic novels such as Moby 
Dick, and many of the problems involve figur- 
ing out passwords. Bradbury worked with the 
programmers and wrote some of the game's 
text, which is unusually evocative and poetic. 

WHODUNNIT? 

More down to earth, mystery games put 
you in charge of investigating a crime. The 
classic example is Deadline, an all-text "who- 
dunnit," written in the style of a Raymond 
Chandler novel. With an assistant named Duf- 
fy, you must unravel the murder of a wealthy 
industrialist by questioning suspects and dig- 
ging up clues in Connecticut. If you'd rather 
visit Europe, Earthly Delights offers a first- 
class ticket. In Paris and the Swiss Alps, you'll 
track down a stolen painting and take on an 
international crime ring. 













CAME 1 


Style 


Computer 


Skill Level 


Manufacturer 


Price 3 


FANTASY LANDS 


Coveted Minor 


G 


AP 


Novice 


Penguin 


634.95 


Dragonworld 


G 


AP. C 64. IBM 
PC/PC/r (128K) 


Novice 


Telarium 


$32.95-639.95 


Enchanter 


T 


sec below 3 


Intermediate 


infocom 


$34.95-639.95 


King's Quest 


G 


AP. IBM PC 
(128K):PC/r 


Advanced 


Sierra ; 
IBM 


$49.95 
$49.95 


Lucifer's Realm 


G 


AP. AT. C 64 


Intermediate 


Zoom 


$39.95 


Microsoft 
Adventure 


T 


IBM PC/PC/r 


Advanced 


IBM 


$34.95 


Sherwood F'est 


G 


AP 


Intermediate 


Zoom 


$34.95 


Sorcerer 


T 


see below 3 


Advanced 


Infocom 


$39.95-844.95 


Transylvania 


G 


AP. AT. C 64. 
IBM PC/PC/r. 
MAC 


Novice 


Penguin 


$34.95-639.95 


ZorkI 


T 


see below 3 


Intermediate 


Infocom 


$34.95-639.95 


Zork II 


T 


see below 3 


Masters only 


Infocom 


$34.95-$44.95 


Zork III 


T 


see below 3 


Advanced 


Infocom 


S39.95-S44.95 


SCIENCE FICTION 


Cyborg 


T 


AP. AT. C 64: 
MAC 


Advanced 


Sentient; 
Brodcrbund 


$34.95: 
$39.95 


Fahrenheit 451 


G 


AP. IBM PC/PC/r 


intermediate 


Telarium 


$32.95-$39.95 


Forbidden 
Quest 


T 


AP. C 64. MAC. 
IBM PC/PC/r 


Intermediate 


Pryority 


$39.95-644.95 


Hitchhiker's 
Guide 


T 


see below 3 


Advanced 


Infocom 


$34.95-639.95 


Mission 
Asteroid 


G 


AP. AT. C 64 


Introductory 


Sierra 


$19.95-$29.95 


Planetfall 


T 


sec below 3 


Advanced 


Infocom 


$34.95-$39.95 


Starcross 


T 


see below 3 


Intermediate 


Infocom 


$49.95 


Suspended 


T 


sec below 3 


Intermediate 


Infocom 


$44.95-$49.95 


The Tracer 
Sanction 


G 


C 64. IBM PC/ 
PCjr 


Introductory 


Actlvision 


S29.95-S39.95 


WHODUNNIT 


The Alpine 
Encounter 


G 


AP 


Novice 


Random 
House 


$29.95-639.95 


Deadline 


T 


sec below 1 


Masters only 


Infocom 


$44.95-649.95 


Earthly 
Delights 


T 


AP. C 64. 
IBM PC 


Novice 


Datamost 


$19.95 


Masquerade 


G 


AP. C 64 


Masters only 


Zoom 


$34.95 


Mlndshadow 


G 


C 64. IBM PC/ 
PCjr 


Introductory 


Actlvision 


$29.95-$39.95 


Ripper 


T 


C 64 


Novice 


Avalon Hill 


$25 


Suspect 


T 


see below 3 


Advanced 


Infocom 


$39.95-644.95 


Witness 


T 


see below 3 


Introductory 


Infocom 


S34.95-S39.95 




Amazon 


G 


AP. C 64 IBM 
PC/PC/r (64K) 


Player- 
adjustable 


Telarium 


$32.95-639.95 


Infidel 


T 


see below 3 


Intermediate 


Infocom 


839.95-644.95 


Mask of the 
Sun 


G 


AP. AT. C 64 


Advanced 


Brodcrbund 


$39.95 


Serpent's Star 


G 


AP. AT. C 64 


Advanced 


Broderbund 


$39.95 


INTERACTIVE FICTION 4 


Cutthroats 


T 


see below 3 


Novice 


Infocom 


S34.95-S39.95 


Mlndwheel 


T 


AP. AT. C 64. 
IBM PC/PC/r 
(64K). MAC 


Intermediate 


Synapse 


$39.95-644.95 


KID STUFF 


Below the Root 


G 


AP. C 64 


Introductory 


Spinnaker 


$26.95 


Cave Girl 
Claire 


G 


AP 


Introductory 


Rhiannon 


$39.95 


Gwendolyn: 
Pursuit of a 
Princess 


G 


AT. C 64 


Introductory 


Artworx 


$19.95 


Mickey's Space 
Adventure 




AP. C 64 


Introductory 


Sierra 


$39.95 


Seastalker 


T 


see below 3 


Introductory 


Infocom 


$34.95-639.95 


Swiss Family 
Robtnson 


G 


AP. C 64 


Introductory 


Spinnaker 


$26.95 


Tales of 
Discovery 


G 


AP. C 64. IBM 
PC/PC/r 


Introductory 


Scholastic 


624.95-629.95 


Winnie The 
Pooh 


G 


AP. C 64. IBM 
PC/PC/r 


Introductory 


Sierra 


839.95 


KEY TO CHART 

T = all text: G = graphics: AP = Apple II series; C 64= Commodore 64: AT = Atari: MAC = Macintosh 
FOOTNOTES 

'All games are on disk and require a minimum of 48K except Infocoms (32K). 
2 Prlce varies depending on computer version. 

3 Most Infocom adventures are available for: Apple II series and Macintosh. Atari. Commodore 64 & 
Plus/4. IBM PC/PC/r. Tandy 1000 & 2000. TI-99/4A. and TRS-80 CoCo & Model III. In many cases 
Commodore markets the C 64 version. 

4 Other games also qualify for this heading. See article text. 
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CI. HOW DO YOU MAKE FICTION "INTERACTIVE"? 
A. I DUNNO. ASK HITCHHIKER'S DOUG ADAMS. 




Born in Cambridge. 
England, in 1952. 
Douglas Adams at- 
tended Cambridge 
University, where he 
| collaborated with 
many of the comedy 
writers who later ere- 
ated "Monty Python's 
Flying Circus" and "Not the Nine O'Clock 
News" for British television. After gradu- 
ating in 1974, Adams penned several 
episodes of the "Dr. Who" TV series be- 
fore finding time to write a radio show 
called "The Hitchhiker's Guide to the 
Galaxy." The show's cult following 
turned into an international audience 
when Adams' book version was pub- 
lished in America in the early '80s. He 
recently completed So Long. And Thanks 
for All the Fish, which picks up where the 
Hitchhikers triology left off. Adams had 
just finished the screenplay for the book 
when he discussed his adventure game 
adaptation of Hitchhiker's Guide and its 
potential effect on the digital watch in- 
dustry and civilization as we know it. 

Q: What was the first adventure game 
you played? 

A: Original Adventure [the first adven- 
ture game, by Crowther and Woods), on 
The Source about a year-and-a-half ago 
while living in Los Angeles. I guess my 
first commercial game was Suspended. 
That was the only one I actually played to 
the bitter end and completely finished. I 
played Deadline and Zork I and Starcross 
about the same time, but never finished 
them. 

Q: What about graphic games? 

A: I'm not so interested in graphic 
games. I think text is better for the imagi- 
nation. There's a role for graphics in the 
games if they do things that are kind of 
incidental to the story, but I wouldn't like 
to see not-very-well-realized sort of car- 
toon figures of the characters in the story. 
That would spoil it for me. I think. "Well I 
can imagine better than that. Why not 
just give me the text?" 

Q: Are adventure games popular in En- 
gland? 



A: Yes. they are. I haven't played any of 
them. The thing is. in England there are 
more home computers per capita than 
anywhere else in the world. But they're 
mostly very small machines. Sinclairs. 
and an awful lot of them don't have disk 
drives and don't have a lot of memory. So 
games that require a lot of disk space and 
memory have not made commercial in- 
roads in England. The Infocom games are 
pretty much a cult thing there. When I 
was doing Hitchhiker, I phoned around all 
the English bulletin boards to see what 
the level of awareness of Infocom was. It 
was very strong, but amongst a fanatical 
minority. 

Q: You mention telecomputing. What's it 
like in England? 

A: Not nearly as developed as in the U.S. 
for one simple reason: getting modems is 
a lot more difficult and expensive. If a 
modem runs at 1200 baud it won't run at 
300 baud. They're two completely differ- 
ent standards. And the reason for this is 
that British Telecom has had (although 
they'll shortly lose it) a monopoly on any- 
thing to do with the phone system. And 
they're terribly, terribly slow and old-fash- 
ioned and don't like the idea of people 
having modems. 

When I was working on the game [from 
England), with Steve [Infocom's Meretzky) 
in Boston, we did a lot of it by electronic 
mail. 

Q: How does writing an adventure differ 
from writing a novel? 

A: I suppose it's more a difference of de- 
gree than a fundamental difference. When 
you're writing a book you're constantly 
aware of the reactions you're trying to pro- 
voke in the reader: how you intend to play 
with or manipulate those reactions, and 
the surprises you're going to spring: 
whether you want to lull them into a sense 
of false security in which they think they 
know what's going on. You just have a 
much greater ability to do that when 
you're writing an adventure game, be- 
cause you're actually soliciting the reac- 
tion from the player, and the program will 
then know how to deal with that re- 
sponse. So you're fooling around with the 
reader/player a great deal more. Which is a 



natural extension of what you're doing 
when you're writing. 

Q: What do you project for the future of 
adventure games as interactive fiction? 

A: I feel that it's a completely new medi- 
um that we've only got one toe in — and 
there's a whole ocean out there. We're still 
very much constrained. I feel, by the tradi- 
tional forms of novel writing. One doesn't 
necessarily need to be. I don't think 
breakthroughs come through suddenly, 
but that each time one sits down to work 
out a problem or the structure of an ad- 
venture game. I think you turn around 
the next corner and see another possibili- 
ty and you turn another corner and you 
see another possibility. And every now 
and then it's as if you go past a little 
window or a little crack in the wall and 
you see a whole vast vista of possibilities. 
I think adventure games could become a 
very, very extraordinary and different, 
imaginative form of storytelling. 

Q: Will it someday replace books? 

A: People are always asking that silly 
question. Of course not. People said that 
about books when radio came out. and 
the same thing about radio when TV came 
out. But I think we keep on adding new 
media for storytelling. And none of them 
is killed by new forms. There's something 
particularly distinctive about the experi- 
ence of reading a book: it's like nothing 
else. And nothing else will replace it. 
Something else may add to it. but noth- 
ing's going to replace it. I suppose TV 
dealt quite a nasty body blow to radio, 
which is a shame because I think radio is 
a much better medium than television. In 
the words of a small boy who was asked 
the difference between the two, "In radio 
the scenery is better." That's the strength 
of all text games — the scenery is better 
than that of graphic games. 

I think there's an awful long way for 
adventure games, interactive fiction, 
whatever you want to call it. to go. And I 
hope that more people will come into that 
field from outside the computer field. Up 
until now, it's been rather like, well, imag- 
ine if everything ever written on a type- 
writer had been written by the guys who 
invented the typewriter. — s.A. 



For mystery with a twist, investigate Mind- 
shadow. While suffering from amnesia, you 
crisscross 19th-century Europe searching for 
clues to your identity. Mindshadow's graphics 
represent genuine computer art, and the pro- 
gram includes a separate "adventure tutorial" 
as well as on-line help for beginners. 

Robots of Dawn qualifies for two catego- 
ries, since this computer version of Isaac 
Asimov's novel rockets you across the universe 
(science fiction) to determine who killed a robot 
(whodunnit). The program loads entirely into 
the computer's RAM, so no disk access is re- 



quired — Commodore 64 adventurists will see 
the appropriate response to their commands 
almost immediately. 

INDIANA JONES 

There's no mystery about the inspiration of 
adventures that defy you to retrieve the trea- 
sures of ancient civilizations — Indiana Jones 
would feel right at home in any of them. Infidel 
is an invitation to explore a lost pyramid in 
Egypt, while The Serpent's Star concerns an 
expedition to find a fabled gem in Tibet. The 
latter is interspersed with cinematic first-per- 
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son animation [see glossary), so the snow- 
capped peaks seem to grow larger and closer 
with each step as you trek through the Himala- 
yan mountains. 

If Tibet is too far from home, how about 
South America? Amazon, written by novelist/ 
film producer Michael Crichton, unfurls Telar- 
ium's finest full-screen graphics as you look for 
the lost city of Chak and its emerald mines. A 
wise-cracking parrot named Paco rides your 
shoulder and offers clues. So does a minicom- 
puter that enables you to telecommunicate 
with your boss in the States. A pair of animat- 
ed action games adds to the excitement. 

INTERACTIVE FICTION 

Amazon moves along in a more linear fash- 
ion than games such as Zork, which qualifies 
it for the trendy heading, "interactive fiction." 
This relatively new style of adventure (which 
includes Deadline, Fahrenheit 451, Suspect, 
Earthly Delights, and Hitchhikers Guide) in- 
corporates some of the elements of traditional 
storytelling, such as an emphasis on other 
characters (besides yourself!) and a more sub- 
stantial plot. Straight adventure games like 
Zork, on the other hand, are more object-ori- 
ented — you find and use "things" on your way 
to find the treasure. 

While the term "interactive fiction" has real 
meaning, it's also used somewhat loosely as a 
marketing term. Infocom, for instance, calls all 
its adventures "interactive fiction" to distin- 
guish them from fantasy/role-playing games 
(such as Wizardry) and other entertainment 
software. 

One good example of interactive fiction is 
Cutthroats, an all-text game in which you solve 
people-oriented problems as well as puzzles, 
solutions to which involve objects like ropes 
and keys. While preparing to dive for treasure 
off two ships in the bay off Hardscrabble Is- 
land, you'll eventually discover that success 
pivots around talking with the island's citizens 
and your crew members. This gets you involved 
with the characters and plot in much the same 
way you do when reading a conventional story. 

A more recent work of interactive fiction, 
Mindwheel is the first in a series dubbed "elec- 
tronic novels." Packaged with a book contain- 
ing the first few chapters of a story that you 
complete by playing the game. Mindwheel as- 
signs you the task of saving Earth from self- 
destruction. This can be accomplished only by 
traveling telepathically back to the beginning of 
civilization to find the Wheel of Wisdom. The 
trip takes you through the minds of four dead 
people — a rock star, a poet, a dictator, and a 
scientist — on your way to find the Cave Master 
who holds the Wheel. A highly advanced parser 
enables you to converse with the demons, 
winged people, and other weird characters 
more articulately than in any other adventure 
game to date. With truly entrancing prose and 
a warped sense of humor, the all-text story 
often verges on interactive poetry. 
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KID STUFF 

The newest kind of adventure games are 
those designed for young children. They are 
graphic (except for Infocom's Seastalker), and 
have parsers that require less typing. Spinna- 
ker's Windham Classics, for example, are 
graphic adventures based on books like The 
Swiss Family Robinson. A "help key" comes to 
the rescue by showing verbs and nouns that 
might apply to the current problem. The 
parser, which completes a word after you type 
in the first few letters, reduces the need for 
typing skills, making the games suitable for 
young children (or bad typists). Good sound 
effects enhance game play. 

Similarly, an adventure on Scholastic's Mi- 
crozine called "The Dark Tower" allows you to 
enter single-letter commands — such as G for 
get, w for walk, etc. Other adventures for 
youngsters, such as Walt Disney's Winnie the 
Pooh in The Hundred Acre Wood, Sierra's 
Mickey's Space Adventure, and Scholastic's 
Tales of Discovery, require almost no typing, 
relying instead on a multiple-choice menu. In 
Cave Girl Claire, too, in which an animated 
figure struggles to survive the hazards of life in 
The Stone Age, actions are executed with a 
single keystroke. 

Stone Age or Space Age, young or old, 
there's an adventure-game destination that's 
right for you. All you need to pack is your 
imagination. And the fun doesn't have to end 
come autumn — you can take an adventure va- 
cation any time of year, f< 



Amazon features a 
wise-cracking parrot 
named Paco that rides 
on your shoulders and 
offers clues. King's 
Quest (as shown here, 
waiting for the user's 
next command) "shows 
off the sharpest hi-res 
an ever seen in any 
kind of computer 
game. " 



SOFTWARE 
MANUFACTURERS 



activision: 
(415) 960-0410 

ARTWORX: 

(800) 828-6574 

AVALON HILL: 

(301) 254-5300 
broderbund: 
(415) 479-1170 

DATAMOST: 

(818) 709-1202 

havden: 

(800) 343-1218 
IBM: 

(305) 272-2662 
infocom: 
(617) 492-1031 

PENGUIN SOFTWARE: 

(312) 232-1984 
PRYORITY: 
(408) 757-0125 

RANDOM HOUSE: 

(212) 980-0255 

RHIANNON: 
(804) 272-7770 
SCHOLASTIC: 

(212) 505-3567 

SIERRA INC. : 
(209) 683-6858 
SPINNAKER: 
(617) 494-1200 

SYNAPSE: 

(415) 527-7751 

TELARIUM: 
(617) 494-1200 

ZOOM: 

(312) 792-1227 
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How to 
Make 
Your 
Move Go 

Smoothly- 

Witha 
Computer 

(AND... 

HOW TO MOVE 
YOUR 

COMPUTER) 



BY TAN A. SUMMERS 



L 



TAN A. SUMMERS is a 

freelance writer and 
programmer and a 
regular software 
reviewer for family 

COMPUTING. 



last summer, our family was one of the 
thousands that packed up and moved to a new 
home. That may sound simple — but it wasn't. 
We have six children, two pets, and three com- 
puters complete with monitors, printers, and 
the usual assortment of software. 

Although our family has moved a number 
of times, this was our first move as computer 
owners, and we were concerned about how all 
that expensive hardware and software would 
weather the trip from Kilmarnock, Virginia, to 



New Orleans, Louisiana. We knew that moving 
companies are accustomed to packing stereos, 
televisions, and such — but computers seem to 
be more sensitive than other electronic devices. 
Disk drives can be harmed by dust as well as 
jolts, and both hardware and software can be 
damaged by heat and cold. But we learned that 
moving with a computer can actually make the 
experience easier. There are a variety of ways 
the computer can aid the planning to make it a 
smoother move for the whole family. 
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^^^^mmammmm^K^mmammmmm or course youii use word processing to this was our 

PI A N N I Mf^ TH F A AO\/F handle the extra correspondence that goes with FIRST MOVE 

I L/^VI Nl Nil II IL/V1UVL a long-distance move, like updating your job AS COMPUTER 

If your software library includes productiv- history and arranging job interviews. You also OWNERS AND 
ity software such as a word processor, data- can organize the notes you ordinarily would WERE 
base program, or spreadsheet, you can use keep on scraps of paper and the backs of enve- CONCERNED, 
these programs to help prepare for the move. lopes into a useful plan of action for your move. 
Some tasks can be performed by more than one Either word-processing or data-base soft- 
software tool, so you don't need to have all ware can come in handy when you shop for a 
three. [See accompanying box Jot a checklist new home. For example, we typed up a list of 

of ways to use your software.) important criteria and used printouts for note- illustration by carter Goodrich 
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taking at each house we examined. Afterward, 
it was easier to see which property best fit our 
needs. 

Next, use word-processing, data-base, or 
even spreadsheet software to make an inven- 
tory of your belongings. Its a good idea to keep 
an up-to-date household inventory for insur- 
ance purposes even when you're not moving. 

If your family is like ours, you probably 
receive a number of magazines. It's expensive 
to have the post office forward them to your 
new address, so send publishers a change-of- 
address form six weeks in advance. Use either 
data-base or word-processing software to print 
out a set of gummed labels containing the pub- 
lishers' addresses, and another set with your 
new address. 

FOUR WEEKS BEFORE THE MOVE 

Unless you're going to rent a truck and do 
the loading and driving yourself, now's the 
time to decide which moving company to use. 
The procedure we used (a spreadsheet) could 
help you compare various carriers' weight and 
cost estimates and special services to help you 
decide which to use. (See chart Jor sample cost 
comparisons.) 

Put your spreadsheet software to work to 
anticipate moving costs based on these esti- 
mates. The computer can help you decide 
whether or not you can afford to have the mov- 
ers pack your belongings, and what kind of 
insurance coverage is the most sensible. 



SAMPLE MOVING COST COMPARISON CHART 


Distance (miles) 1,057 




Weight (pounds) 8,000 


COMPANY: 


ACME 


MOVE SAFE 


EVER-READY 


Basic Rate 








(per 100 Lbs.) 


$37.25 


$26.50 


$35.25 


Rate 


$2,980.00 


$2,120.00 


$2,820.00 


Extra pickup 








or delivery 


$38.50 


$31 .75 


$32.90 


Servicing of 








app I i ances 


$25.00 


$16.45 


$25 .00 


Piano handling 


$35.00 


$42.10 


$40.40 


Stairs/distance carry 


$56.78 


$45 .00 


$50.00 


Load/unload bulky 








article 


$85.00 


$85.00 


$80.35 


Conta i ner s 


$256.71 


$196.78 


$211.20 


Pac k i ng 


$305.00 


$200.00 


$210.00 


Unpack i ng 


$265.35 


$103.50 


$97.45 



TOTAL 



$4,047.34 



$2,840.58 



$3,567.30 



This printout, compar- 
ing quotes from three 
different carriers, illus- 
trates how you could 
use your spreadsheet to 
compare moving costs. 



This is a good lime to start setting up a 
category for moving expenses in your home- 
budget or accounting program. Whether your 
employer reimburses you for these costs or you 
use them as deductions at tax time, you'll need 
an itemized list of move-related expenses. Keep 
receipts as the move progresses, then enter the 
items in the proper categories after you arrive 
at your destination. 

THREE WEEKS BEFORE THE MOVE 

Earlier you made labels for change-of-ad- 
dress cards to be sent to publishers. Now com- 
pile a list of friends, relatives, business con- 
tacts, and others who need to know your new 



address and phone number, and another of 
those you want to contact after you move. You 
can notify them using the same technique you 
used for periodicals, or you can send more- 
personal letters. (If your word processor is 
equipped with mail merge you can handle 
these letters easily if all the addresses are al- 
ready on disk.) 



MAKING THE MOVE 

If you're worried about protecting your in- 
vestment in computer equipment and soft- 
ware, start with correc t packing and shipping. 
Also, you'll want adequate insurance coverage 
in case something goes wrong and your com- 
puter and software are damaged in the move — 
despite all of your precautions. 

PACKING 

The first rule is: "Pack it in the box it came 
in." The shaped foam-plastic packing and card- 
board inserts that come with most computers 
are the best protection they can get. Don't pan- 
ic if your boxes have long since been discarded, 
though. Careful packing with blankets or tow- 
els in sturdy boxes will suffice. Monitors can be 
treated like television sets, which are wrapped 
in padding before being carefully loaded onto 
the moving van. Pack software in rigid contain- 
ers, with foam-plastic pellets or other packing 
to keep it from shifting. 

If you plan to have a moving crew pack 
your belongings, oversee the handling of your 
computer to make sure it's done correctly, or 
do it yourself before the crew arrives. We forgot 
to remove the RF adapter from our television 
set, and it arrived at our home in pieces the 
driver had swept up from the warehouse floor. 
A monitor cable we left to chance was packed in 
a box of books, rather than with the monitor, 
and it took days to find. 

A word of warning: Moving companies 
won't reimburse you for damage to a computer 
you've packed yourself unless the outside of the 
carton shows obvious signs of mishandling. If 
you prefer to pack your equipment yourself, 
leave the box unsealed and have the driver 
check it before loading it on the truck. 

SHIPPING 

You can entrust your hardware and soft- 
ware to the moving company, take them with 
you in the car. or ship them by a commercial 
parcel service. We used a combination of meth- 
ods. 

The working copies of our software and 
our IBM PC (whose boxes had been discarded) 
made the trip on the floor of my husband's air- 
conditioned car. Our Commodore and a Macin- 
tosh loaned by a publisher, went in the moving 
van, clad in their original boxes. Original 
copies of software went air express. 

In an effort to determine the safest method 
of transporting software, we experimented. We 
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made three identical copies of a frequently 
used disk, which then went back into its con- 
tainer to make the trip by car. One of the 
copies went into a packing box full of computer 
books, protected by the lightweight cardboard 
box in which it was purchased. A second copy 
went by air express with our main software 
shipment. The third copy, in a cardboard mail- 
er, was stuffed into the glove compartment of 
the van I drove to New Orleans. There it spent 
not only the entire 1,100 mile trip, complete 
with lengthy stops in hot parking lots while the 
children got drinks and checked out bath- 
rooms, but also an additional three weeks of 
driving about town in the New Orleans sum- 
mer heat until I remembered to retrieve it. 

To our surprise, the only disk that didn't 
work on arrival was the one shipped in the 
moving van. Heat had not been its downfall. 
Instead, it had been hopelessly bent, folded, 
and mutilated as the books surrounding it 
shifted during transit. We decided that careful 
packing probably is more important than the 
method of shipping you choose. 

MOVING DAY 

If you do send your computer equipment 
by moving van, post someone right beside the 
computer on moving day until it's loaded, and 
make sure that each piece of computer equip- 
ment is listed on the invoice. Check again be- 
fore you sign the inventory. When we moved, 
even the Macintosh computer and printer, in 
their original boxes, were listed on the drivers 
invoice as unidentified "cartons" until we in- 
sisted that all computer equipment be item- 
ized. The same is true of software. 

Your responsibility doesn't end when the 
equipment is safely loaded on the truck. Once 
it arrives at your new home, you are expected 
to faithfully check off each and every one of the 
hundreds of cartons and furniture items as the 
movers bring them in. If a carton of software or 
item of computer equipment is missing or 
damaged, you must note the loss on the driv- 
er's inventory before signing it in order to col- 
lect reimbursement from the movers. That's 
the ideal plan, but with several moves' worth 
of experience and several hundred items to 
check, we knew we wouldn't be that stalwart. 
We used our household inventory to check off 
computer equipment and other valuable items 
as the moving crew brought them in the door, 
then located the missing and damaged items 
on the driver's inventory during a lull in the 
activity later. 

INSURANCE 

No matter how carefully you plan your 
move, accidents can happen. Make sure your 
belongings are adequately insured against 
damage and loss. Several degrees of protection 
are provided by the moving company itself. The 
basic rate automatically provided by the carrier 
is commonly 60 cents per pound per article. 
This works out to as little as $200 for a large 



A COMPUTER USER'S 
MOVING 
COUNTDOWN 



(KEY: WP = Word Processor; SS = 
Spreadsheet; DB = Data-base pro- 
gram) 

When You First Decide to Move 

Compare value of houses and 
apartments as you look for a home in 
your new location (WP. SS). 

Compare options and estimates 
offered by various moving companies 
(WP. SS). 

Six Weeks Prior to Move 

Create and mail change-of-ad- 
dress labels for all periodicals to 
which you subscribe (WP. DB). 

Four Weeks Prior To Move 

Create or update household in- 
ventory; make hard copy to take with 
you in the car (WP. DB. SS). 

Organize a garage sale (WP. DB). 

Itemize contents of boxes you 
pack(WP. DB). 

Three Weeks Prior to Move 

Create address and telephone 
number list of local names and ad- 
dresses to use in new location 
(WP, DB). 

Create address labels for friends, 
relatives, business contacts, credi- 
tors, clubs, and any others who will 
need your new address. Send change- 
of-address cards (WP. DB). 

One Week Prior to Move 

Create itemized list of computer 



equipment and other valuable items 
being shipped. Include list of soft- 
ware (WP, DB). 

Arrange for all-hazard insurance 
for computer and software. 

Four Days Prior to Move 

List items to take with you in the 
car (WP. DB). 

Three Days Prior To Move 

Disconnect computer equipment 
and pack, or get ready for packing by 
commercial packers. 

Two Days Prior to Move 

Oversee the packing of your com- 
puter. 

One Day Prior to Move 

Ship software using parcel ser- 
vice. 

Moving Day 

Oversee loading of computer 
equipment, making sure it's properly 
listed on the driver's invoice. 

Arrival Day 

Carefully check to be sure all 
equipment has been delivered. Ar- 
range for software to be delivered if 
held at parcel-service warehouse. 

Throughout the Experience 

Keep track of moving expenses 
for reimbursement or tax purposes 
with home-budgeting or spreadsheet 
program. 



computer like an IBM PC, so it's a good idea to 
pay a little more and get extra coverage, either 
at depreciated or replacement value. Depreciat- 
ed-value coverage reimburses you the amount 
the object was actually worth at the time it was 
shipped (your household inventory comes in 
handy here). The more expensive replacement- 
value coverage provides enough money to re- 
place a damaged item at the current market 
cost. 

The coverage provided by the moving com- 
pany almost always is limited to cases where 
there is obvious exterior damage. Unfortunate- 
ly, damage to a computer from a jolt or ex- 
treme temperature is almost always invisible. 
Unless a qualified repairperson determines 
that the damage definitely resulted from mis- 
handling by the moving company, you won't be 
able to collect reimbursement for malfunctions 
not accompanied by obvious damage. Some 
agents we interviewed claimed that their com- 
panies were more lenient, but the "obvious 
damage" rule is the industry standard. 

If all this talk about planning, packing, 
and insuring has left you feeling exhausted, 
relax. Relocating your entire family is a major 
event, but it doesn't have to be traumatic. With 
a little foresight, you can ensure that your fam- 
ily will be back in the normal routine, comput- 
er and all, in no time. Jl 
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UPGRA DING 

EXPERIENCED USERS ARE BUYING 
NEW COMPUTERS WITH MORE 
MEMORY, MORE SOFTWARE, MORE 
SPEED, MORE. . . MORE. . . MORE. . . 



REASONS GIVEN FOR BUYING 
A SECOND COMPUTER: 



47 



% Outgrew capabilities 
of first one 



36 



% To get better 
software 



33 



% To do office 
work at home 



29 



% Two or more 

users in household 



24 



% To get better 
price/performance 



18 



% For children's 
use 



BY ROBIN RASKIN 



Families grow too big for their 
living quarters, kids too big 
for their britches, plants too 
big for their pots — and sure 
enough — computer users outgrow 
their computers. As with clothing, 
you can deal with outgrown comput- 
ers by letting the hems out (expand- 
ing what you have) or starting anew 
with the next size (a more powerful 
computer). More and more people are 
choosing the latter path. It's easy to 
figure out when your clothes don't fit, 
but what are some of the reasons us- 
ers give for outgrowing computers? 

Watching my own family outgrow 
them gave me inspiration to re- 
search this new trend in computer 
usage. My Dad abandoned his Atari 
800 to buy an IBM PC, the same com- 
puter he used at his law office. And 
my antiquated S-100 CP/M computer 
system with 8-inch disk drives, 
which my husband introduced me to 
years ago, now sits in a corner, 
watching new technology pass it by. 
As my computer hobby has turned 
into a profession, the old machine 
has been replaced by an Apple He, an 
IBM- PC. and a Macintosh. 

I've talked to innumerable people 
who've experienced growing pains of 
some sort and have upgraded to a 
more powerful computer. Some want- 
ed more memory to run larger or 
more sophisticated programs; some a 
machine that could help with office 
work; some a machine with a greater 
selection of software; some a ma- 
chine better supported by computer 
stores; and some a machine with a 
wider variety of peripherals at better 
prices. 

Andy Bose, director of microcom- 
puter marketing at Link Resources, a 
New York market research firm spe- 
cializing in technology trends, con- 
firmed my informal survey with some 
significant statistics. (According to 
Link, a home computer is defined as 
being used exclusively at home and 



purchased with household funds, not 
subsidized by business.) Bose report- 
ed that a sizable group of computer 
owning households already had two 
or more computers (13 percent), or 
were planning to buy a second com- 
puter in 1985 (11 percent). Link's na- 
tional survey of 4.200 people indi- 
cates that people who buy second 
computers have found good use for 
the first one — and want to do more 
with computers. To do so, they need 
more computing power. "The num- 
bers indicate a decided trend toward 
buying top-of-the-line computers like 
Apple lies. Macintoshes and IBM 
PCs." summarized Bose. More than 
50 percent of those planning to buy 
indicated their next purchase would 
be an IBM or Apple computer. 

It is exactly this trend that Atari's 
president. Jack Tramiel, hopes to 
capitalize on with the new Atari ST 
computers. As he told family comput- 
ing {"Jack is Back," February 1985): 
"The 20 million kids who bought 
Atari videogame machines, or VIC-20 
computers, are ready to graduate." 

BUYING TIME 

"Time is my most precious com- 
modity," says Gary Straub, a busy 
sound technician and deejay, who 
lives near Atlantic City, New Jersey. 
"My Timex 1000, with its 16K, need- 
ed about six minutes to load my data 
from the cassette. That's not a time 
saver! I needed more memory and a 
system that used a disk drive to run 
the kinds of data bases and spread- 
sheets I wanted to use," he says. 

Realizing that it didn't pay to com- 
puterize unless you actually saved 
time. Gary began his quest for a new, 
"faster" computer. Last April, he 
bought an Apple lie. For a while he 
kept both computers working con- 
currently, because the Timex cas- 
settes held a lot of his important 
data. As a sound technician with a 
computerized data base of musical 



records and tapes, and as a deejay 
with his own business to run, Gary 
now depends on AppleWorks (an in- 
tegrated package for the Apple II se- 
ries) to keep his home and business 
finances in order. 

"When I got my Apple" he says, "I 
had boxes of important papers — fly- 
ers, announcements, product offer- 
ings, addresses. I began entering the 
data and tossing out the paper. In 
the six months that I've had the Ap- 
ple, I've filled 60 disks with data. I 
never could have done this so easily 
with cassettes. 

"When I bought the Timex more 
than two years ago (about $250 with 
printer and cassette), I didn't want to 
invest any more money. My new Ap- 
ple lie cost considerably more," he 
says, "but I'm ready to do more." 

GETTING THE RIGHT TOOL 
FOR THE JOB 

"My father kept asking me why I 
wasn't using my computer for my 
schoolwork," recalls Anthony Mag- 
lioglio, a 22-year-old engineering stu- 
dent from Queens, New York. "I kept 
telling him my TRS-80 Color Com- 
puter just didn't have the kinds of 
software or hardware I needed. I 
wanted to use my computer for 
schoolwork, but sometimes you just 
don't know what you really need until 
after you make a purchase." 

Anthony didn't really want to buy 
another computer system, but felt he 
had no other choice. "The CoCo 
would have needed a lot of expansion 
before I really could have used it," he 
says, referring to a disk drive and the 
add-ons he needed to increase the 
CoCo's screen display from 32 to 80 
characters, and from just uppercase 
letters to lowercase as well. "And the 
expansion was expensive." 

Anthony was enticed by IBM's pro- 
motion for the PCjr last Christmas, 
when the company was virtually giv- 
ing away an RGB monitor. "The IBM 



46 FAMILY COMPUTING 



OF THOSE WHO HAVE COMPUTERS: 

W *%% have two 
Hljp or more 




oplan to buy a 
second one in 1985 



Link Resources 



PCjr had everything I needed at an 
affordable price. Although I learned a 
lot about BASIC on my CoCo," he 
says, "with my PCjr I already can see 
I'll be doing a lot more." {Editors 
note: In March, IBM announced it 
was stopping production qj the PCjr.) 

Anthony feels his second purchase 
was much more directed than the 
first. "When I bought the CoCo I just 
wanted a computer, but I didn't know 
what I'd want to use it for. This time I 
decided to spend the money to get 
good tools. Good tools include soft- 
ware as well as hardware. IVe used 
my PCjr more in the past two months 
than I used CoCo in three years." 

PRODUCT SUPPORT 

"I was sorry to see Texas Instru- 
ments drop out of the home comput- 
er market," laments Kay Shaffer of 
Albuquerque, New Mexico. "I loved 
my TI-99/4A but needed more sup- 
port." Kay now owns a Commodore 
64, but she gets nostalgic about the 
TI-99/4A she abandoned when it was 
discontinued by TI. "It was a comput- 
er with some nice built-in features 
like line numbering and sequencing 
for its BASIC. The graphics, music, 
and sprites were relatively simple to 
work with. But once TI stopped sell- 
ing the 99/4A, it was a dead end for 
me." 

The Commodore 64 makes Kays 
"support" life easier. "Now when I 
walk into the local store to buy soft- 
ware I have hundreds of choices. Be- 
fore there was no choice." 

Still a bit frustrated with some of 
Commodore's idiosyncrasies, Kay is 
making the transition slowly. To get 
the most out of her computers she 
still uses both, picking the one most 
appropriate for any given task. 

OFFICE COMPATABILITY 

Lester Raskin, my father, had an 
Atari 800 he used for home record- 
keeping, but that was before he had 



computers installed in his law office. 
With IBM PCs in the office and an 
Atari at home he had no peace. "Bad 
enough you've got to remember one 
computer's set of commands." he 
says. "I couldn't switch back and 
forth between machines. Besides, the 
data bases available for the PC make 
my old Atari file manager look primi- 
tive." So he bought an IBM PC. 

The Atari 800 was lovingly handed 
down to his grandchildren. "Presum- 
ably they'll get more out of it than I 
ever did," he said, sizing up the new 
computer generation. 

HIS AND HERS 

Steven and Sherry Rubin of Phila- 
delphia had a small living space, 
hence they had a small computer, an 
IBM-compatible Compaq, which can 
be carried like a suitcase. As their 
living space increased, so did their 
desire for a computer with a larger 
screen display and more storage ca- 
pacity. They bought a Columbia com- 
puter (also IBM-compatible) with a 
hard disk. The hard disk meant no 
more disk swapping; the applications 
programs are all stored on the hard 
disk, as is their own data. The Co- 
lumbia's screen display was also easi- 
er to read. 

The hard-disk was arranged as a 
"dedicated" family workstation. The 
household finances, babysitting lists, 
and mailing and word-processing 
chores all have a home. Sherry, a for- 
mer owner of a word-processing firm, 
now on an extended child-rearing 
leave of absence, seriously considers 
using the Columbia as part of a new 
freelance business venture. "A hard 
disk is so much tidier and easier to 
maintain. I can't remember how we 
did things without one," she says. 

Meanwhile, the transportable Com- 
paq has become a traveling compan- 
ion. Steven takes it to his office be- 
cause there aren't enough computers 
to go around. Back at home, the 



"MY FOCUS 
HAS 

CHANGED. 
I USED TO 
GET EXCITED 
BY NEW CHIPS. 
NOW I GET EXCITED 
ABOUT NEW WAYS 
TO ENHANCE 
PRODUCTIVITY AND 
CREATIVITY/ 7 

—EVAN SCHARF 



Compaq ties into the office and vari- 
ous on-line data bases to help Steven 
get his job done. "At least when he 
works on Saturdays he stays at home 
now," says Sherry. "Having a com- 
puter for work and a computer for 
home use might seem frivolous to 
some, but we use both enough to 
make it worthwhile." 

GEARING UP FOR SCHOOL 

The need for new computers grows 
as the children grow. Marcia Klein 
and her two children, David (17) and 
Debby (19), were straining the limits 
of their Apple II plus computer. The 
children were vying for word-process- 
ing time, playing games, and pro- 
gramming. Marcia, meanwhile, was 
using the II plus to dial up New York 
University's mainframe to work on 
her doctorate in computer science. 

When Debby entered Cornell Uni- 
versity, it was obvious that the com- 
puter could not commute. So the 
Kleins bought Debby a brand new 
Macintosh under the special college 
offering. The Macintosh is a common 
sight in the Cornell classroom. Debby 
uses it for computer-science classes, 
word processing, and even in her 
math class where her professors of- 
ten write software to facilitate equa- 
tion solving, vector programs, etc. 
"We can't wait for summer break so 
we get a chance to use Debby 's com- 
puter," says Marcia. "I'm already try- 
ing to figure out what we'll do for a 
third computer when David begins 
college next year. My husband has 
been trying to get near the computer 
to learn about it and can't — it's too 
crowded already." 

THANKS FOR THE MEMORY 

Tobias Round, age 13, got a V1C-20 
for Christmas in 1983. With its 5K 
memory, Tobias made the most of it 
for two years and then began telling 
his father about the wonderful things 
he had done on a friend's Commo- 
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dore 64. Tobias knew he could write 
and save longer programs on the 64. 
He also knew the 64 had more soft- 
ware available. 

"I needed an expansion kit for the 
V1C-20 or a new machine," recalls To- 
bias. "I got a lot of use out of the VIC- 
20, but I could see doing word pro- 
cessing and writing longer programs 
on the 64. It's pretty apparent when 
you read magazines and software cat- 
alogs that Commodore is not really 
supporting the V1C-20 anymore," he 
says matter-of-factly. (Editor's note: 
family computing publishes VIC-20 
programs every month.) 

Tobias uses his new Commodore to 
help him with his schoolwork, to en- 
ter programs from magazines, and to 
write his own programs. He is show- 
ing his gratitude to his father (a pro- 
fessional photographer) by helping 
computerize his records. "The VIC 
certainly wouldn't let me write a BA- 
SIC program as long as the ones I'll 
write for Dad," reports Tobias. 

CHASING TECHNOLOGY 

Some people are just attracted to 
new. technologies. Bob Umlas, a tech- 
nical consultant with CBS in New 
York, has a passion for new comput- 
ers. "You might say I wanted to be the 
first kid on my block," jokes Bob, his 
Macintosh in hand. 

Bob had an Osborne computer and 
used it extensively. But when Os- 
borne entered Chapter 1 1 of the fed- 
eral bankruptcy law last year, "I saw 
the writing on the wall," he says. Os- 
borne, which made a transportable 
CP/M computer, was seriously hurt 
by the incident. The company has 
since reorganized and is now selling 
a computer called the Vixen. 

"The Macintosh was very new, 
state-of-the-art," recalls. Bob. "When 
I first saw a demo I was blown away. 
It's almost a year later and I'm still 
wowed by what it can do." After a 
long day with large computers at the 



office. Bob comes home and relaxes 
with his Macintosh. Most recently 
he's been listening to his own rendi- 
tion of Joplin's "Maple Leaf Rag," 
painstakingly entered into the Mac. 

Evan Scharf of Boulder, Colorado, 
has also been swept along by the fast 
changes in computer technology, and 
transformed himself from a personal 
computer hobbyist into a computer 
professional. "In 1977 I got an Apple 
II, which is now a collectors item," 
says Evan. "I was a technology dab- 
bler. When I got my Apple there 



"IF IT 
AIN'T BROKE, 
DON'T FIX IT" 

In interviewing "upgraders." I discov- 
ered many people who have strong 
reasons to stick with what they have. 
Their computers represent sizable in- 
vestments of money and hours of 
work. These people are reluctant to 
toss aside a machine they know and 
love for more power and pizzazz. 

Lester Block, of New York, for in- 
stance, has had his Atari 800 for over 
two years. He's written games, an as- 
sembler, and his own data base. "We 
might need to buy a second computer 
because my daughters and my wife say 
I don't give anyone else around here a 
chance," jokes Lester. "But, for now. I 
am very happy with my Atari . 

"Sure, a more powerful computer 
would marginally increase my capa- 
bilities." he admits. "But it's essen- 
tially a price/performance issue. I 
know my machine inside-out and 
have hundreds of hours invested in 
it. Sometimes I think I might like to 
try and write some business soft- 
ware." In that case, Lester says he 
would purchase an IBM, since that's 
what business people use. But until 
then, he'll continue to use the Atari 
as a devoted hobbyist. 



'BAD 
ENOUGH 
YOUVE GOT 
TO REMEMBER 
ONE 

COMPUTER'S SET OF 
COMMANDS. I NEEDED 
THE SAME MACHINE 
AT HOME AS I HAD AT 
THE OFFICE/' 

—LESTER RASKIN 



weren't even disk drives available!" 

In five years. Evan has changed 
computers a number of times. "First I 
upgraded the Apple to a II plus by 
swapping ROM chips and adding a 
disk drive. I bought one of the first 
copies of VisiCalc and started doing 
financial planning and projections. It 
caused a real uproar at the minicom- 
puter company I worked for. Imagine, 
doing real work on a 'toy computer'!" 

Next Evan bought an IBM PC. He 
says the PC gave him more memory, 
greater processing power, and a wid- 
er selection of business and produc- 
tivity software. "Lotus 1-2-3 was a 
phenomenal improvement over Visi- 
Calc," he says enthusiastically. He's 
also bought an Apple lie to help him 
develop his "labor of love," an astron- 
omy package called Telstar. 

"My focus has changed," remarks 
Evan. "I used to get excited by new 
chips. Now I get excited about new 
ways to enhance productivity and 
creativity." 

NINE LIVES? 

Thinking of computers as old 
clothes is great for all those people 
who benefit from the hand-me- 
downs. The first people to require the 
increased power from a more expen- 
sive computer will be the ones who 
use it for business or for school. As 
they upgrade, the "ripple" effect lets 
others try computers too. 

Gary Straub sold his Timex system 
to a woman and her son who were 
just learning about computers. An- 
thony Maglioglio gave his C0C0 to his 
brother-in-law. My father gave his 
Atari to my kids. Computers may not 
have nine lives, but they obviously 
have more than one. As more and 
more people make the decision to up- 
grade, more and more people will be 
introduced to computers. II 

Robin Raskin is a contributing editor to 

FAMILY COMPUTING. 
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TIPS TO THE TYPIST 



Typing in family computing s programs is a great way to 
become familiar with your computer and get some free 
software "to boot." But it's frustrating to type in a long 
program only to find it doesn't work as it should. When 
this happens, simple typing errors are most often the 
cause. So to help you gain greatest value from the time 
you spend computing with us, we've put together some 
tips on how to avoid typing errors — and what to do if a 
program doesn't run right. Read them carefully and you'll 
be up and running in no time! 



SOME GENERAL RULES 




1 • Do set up your computer in a well-lighted, comfortable 
location, and prop the magazine up so that you don't have 
to strain to read the printed listing. 

2« Do read instructions and program headings carefully. 
Make sure your computer has enough memory, the right 
version of BASIC, and the appropriate peripherals (joy- 
sticks, printers, disk drives, etc.) for a program. 

3« Don't let fatigue and boredom contribute to inaccura- 
cy. If you're new to programming, try typing in shorter 
programs first. Type in a longer program in easy stages, 
SAVEing each installment as you go. 

fl» Until you are fairly familiar with BASIC, do assume 
that every word, number, letter, space, and punctuation 
mark in a program listing must be copied accurately if the 
program is to function as intended. 

5* Do watch out for potential trouble spots. About 90 
percent of all typing errors occur in data statements: long 
lines filled with numbers or incomprehensible secret 
codes. If possible, have someone else read data to you as 
you type, and help you proofread it if you have trouble 
later on. Proofreading from a printout is best. 

6* Do be aware that program listings printed in family 
computing sometimes differ from what you will see on your 
computer's screen or in printouts you produce at home. 
Our program listings are printed 54 characters wide. 
Thus, a single BASIC program "line" (sometimes called a 
"logical line") may appear as several lines in our listing. If 
you are typing along and reach the right margin of the 
printed listing, don't press RETURN or ENTER until 
you've checked to see if the program "line" you're typing 
really ends there. The way to tell is to check if the line 
following begins with a multiple of 10 that follows in 
sequence from the previous logical line, rem statements 
are the exception and typing them in is optional. 

Several computers (ADAM, Apple, Atari, and TI) format 
BASIC programs according to unique rules of their own. 
Don't let this throw you— just type in the listing exactly as 
printed in the the magazine and your computer is guaran- 
teed to accept it, even though it may end up looking a little 
different on your screen. 

T# One foolproof way to correct an error in a BASIC 
program line is to type the line in again from the begin- 
ning, and press RETURN or ENTER to set it in place of the 
^Jold one in your computer's memory. 



WHICH PROGRAMS WILL RUN ON MY COMPUTER? 



Unless a program heading indicates otherwise, programs 
will run on any version of the computer specified, with the 
following exceptions: 

• Apple programs run under AppleSoft {not Integer) BA- 
SIC on the Apple II (with language card), II plus, He, and 
He. The Macintosh is not supported as of this writing. 

• Our Atari programs may in some cases be incompatible 
with the Atari 1200XL. 

• IBM PC owners may occasionally require a Color Graph- 
ics Adapter to run our graphics programs. 

• TI programs not marked "w/TI Extended BASIC" should 
be run under standard (console) TI BASIC. 

• TRS-80 Model III programs will run on the Model 4 in 
Model III mode. 



DEBUGGING HINTS 



Sometimes even the most careful typist makes a mis- 
take. Don't expect your program to run right off the bat. If 
you have problems, remain patient and follow these gener- 
al instructions for a probable quick fix. 

list the program in screen-size chunks (check your 
manual for instructions on how to list parts of a pro- 
gram). Even better, if you have a printer, get a printout. 
Compare what you've typed in— Letter by letter— to the 
published program. Make sure that you haven't typed the 
numeral 0 (which is slashed in our listings) for the letter O 
(which isn't), swapped a small letter "1" for the numeral 
one, dropped or mixed up some punctuation, switched 
uppercase text for lowercase or vice versa (particularly in 
data statements or within quotes), or miscounted the 
characters (and/or spaces) between a pair of quotes. Get 
someone to help you if possible. 

Check your data statements — then check them again. 
Mistakes in data statements are the single most common 
cause of program failures. Bad data can cause a program 
to malfunction at any point, which can be misleading. 



WHAT TO DO WHEN YOU'VE DONIi IT ALL 



We're proud of our programs, and we want you to enjoy 
them as much as we enjoy writing them. If you just can't 
figure out what's wrong with a program, we'd like to help. 
But we can't if you don't provide us with important infor- 
mation. When you write us (no telephone calls, please), 
indicate: 

• Which program you're having trouble with. 

• Which type of computer you own, the type of BASIC you 
are using, how much RAM your computer has, and what 
DOS and peripherals you're using, if any. 

• What error messages your computer has given you. 

• Your name, address, and telephone number. 

If possible, please enclose a printout. Address all corre- 
spondence to Programming P.S.. family computing, 730 
Broadway, New York, NY 10003. 
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BEGINNER PROGRAM 



AIRPLAKE 
MESSAGE SERVICE 



BY JOEY LATIMER 




I'm sure most of you have 
been at a ball game or at 
the beach, and seen an air- 
plane zip by, pulling a 
message banner. The idea 
is that if the plane flies by 
often enough, everyone in 
the crowd is sure to see 
the message at least once. 

With that in mind, this 
month's beginner program 
is for those of you who 
have a hard time synchro- 
nizing communications 
with other members of 
your family. It's called Air- 
plane Message, and par- 
ents — it is guaranteed to 
get through to kids! 

PROGRAM NOTES 

Airplane Message dem- 
onstrates "horizontal 
scrolling" — a technique for 
moving images across a 
computer screen. To un- 
derstand how scrolling 
works, visualize a long 



strip of parchment 
wrapped around two 
rollers. If you hold the 
rollers some distance apart 
and turn them, anything 
printed on the paper will 
move by as the paper un- 
winds off one roller and 
winds onto the other. 

In computer terms, 
scrolling involves setting 
up the equivalent of a strip 
of parchment (a long string 
of characters containing a 
message, bounded at each 
end by a group of blank 
spaces) and printing incre- 
mental sections of this 
string on the screen so 
that the message seems to 
move from one side to the 
other. 

Let's look at how Air- 
plane Message sets up its 
"parchment." First, you are 
asked to type in a brief 
message. Type in your 
message (no commas) and 













+ <Y0UR MESS/ 






I J 









-Printed first (T = 1) 
I C. Printed second (T = 2) 
^"Printed third (T = 3), etc. 
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press RETURN or ENTER. 
The letters you type are 
taken in by an input state- 
ment, and placed in a 
string variable, ms. 

Next, the airplane shape 
(a " + " sign), the tow rope 
(three dashes), and the 
banner borders ("<" and 
>") are added to your mes- 
sage. This forms a new 
string called ps that looks 
like this: 

+ <YOUR MESSAGE > 

Then a number of blank 
spaces equal to the num- 
ber of letters that can fit 
on one line of your com- 
puter's screen are added to 
each end of P$. For exam- 
ple, if your screen is 32 
characters wide, PS ends 
up looking something like 
this: 

[32 spaces) + <your 

message>(32 spaces) 

Now ps is ready for scroll- 
ing. A variable called T is 
set to point to the first 
character of p$. With mids 
(Atari BASIC uses sub- 
scripts to denote sections 
of a string), the program 
selects a screen-wide sec- 
tion of ps starting at point 
t. and prints this section 
on a predetermined screen 
line. Then the value of t is 
increased to 2. The pro- 
Apple Airplane Message 
10 HOME 

20 PRINT TAB(3);"+ <THE AIRPLANE MESSAGE SERVICED 

30 PRINT 

40 PRINT "TYPE IN A BRIEF MESSAGE," 
50 PRINT "THEN PRESS <RETURN>." 
60 PRINT 
70 INPUT "";M$ 

80 IF LEN(M$) < 170 THEN 110 

90 PRINT "YOUR MESSAGE IS TOO LONG. TRY AGAIN." 
100 GOTO 30 
110 HOME 

120 PS = "•! <"+MS+">" 

130 FOR I = 1 TO 40 
140 P$ = " "+P$+" " 
150 NEXT I 

160 PRINT "PRESS ANY KEY TO ENTER ANOTHER MESSAGE." 
170 V = INTCRND(1)*22)+2 
180 T = 1 
190 VTAB V 

200 PRINT MID$(P$ / T / 40); 

209 REM —SEE IF A KEY HAS BEEN PRESSED— 

210 IF PEEKC-16384) < 128 THEN 240 

219 REM —PREPARE FOR MORE INPUT— 

220 POKE -16368,0 
230 GOTO 10 

240 IF T = LEN(P$)-39 THEN 290 

250 T = T+1 

260 FOR D = 1 TO 50 

270 NEXT D » 



gram selects a new section 
of PS starting at the second 
character, and prints this 
on top of the old one. By 
repeating the process, each 
time selecting and printing 
a substring from a little 
further down the line, the 
airplane message is made 
to move across your 
screen. 

If you want a challenge, 
see if you can figure out 
how to do the following. 

• Modify Airplane Mes- 
sage so that the plane flies 
from left to right, instead 
of right to left (easy). 

• Change the program 
so that the plane flies on a 
diagonal, or up and down 
(harder). 

• Use the scrolling tech- 
nique to make a program 
that works like a movie 
marquee: one that makes a 
message move all the way 
around the borders of your 
screen (very hard!). 

If you devise a good en- 
hancement of one of our 
beginner programs, we 
might mention it in a fu- 
ture issue. Send a printout 
of your program (no tapes 
or disks, please) to: 

Beginner Programs 

FAMILY COMPUTING 

730 Broadway 
New York, NY 10003 
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BEGINNER PROGRAM 




280 GOTO 190 

290 FOR D = 1 TO 1000 

300 NEXT D 

310 GOTO 170 

Atari Airplane Message 

10 DIM PS(214),MS(128) 

20 PS=" M 

30 FOR 1=2 TO 40 

40 P$(LEN(PS)+1)=" " 

50 NEXT I 

60 PRINT CHRSC125); 

70 PRINT " 4 <THE AIRPLANE MESSAGE SERVICED 

80 PRINT 

90 PRINT "TYPE IN A BRIEF MESSAGE/' 

100 PRINT "THEN PRESS <RETURN>." 

110 PRINT 

120 INPUT M$ 

130 PRINT CHRSC125); 

140 PS (41)="+ <" 

150 P$(46)=M$ 

160 PS(LEN(P$)+1)=">" 

170 P$(LEN(P$)+1)=P$(1 / 40) 

179 REM —TURN OFF THE CURSOR— 

180 POKE 752,1 

189 REM — GET READY TO READ KEYBOARD — 

190 POKE 764,255 
200 POSITION 0,0 

210 PRINT "PRESS ANY KEY TO ENTER ANOTHER MESSAGE." 
220 V=INTCRND(0)*22)+1 
230 T=1 

240 POSITION 0,V:PRINT P$(T,T+39); 

249 REM —SEE IF A KEY HAS BEEN PRESSED— 

250 IF PEEK(764)=255 THEN 290 

259 REM —GET READY FOR MORE INPUT— 

260 POKE 764,255 

269 REM —TURN CURSOR BACK ON— 

270 POKE 752,0 
280 GOTO 60 

290 IF T=LEN(P$)-39 THEN 340 

300 T=T+1 

310 FOR D=1 TO 5 

320 NEXT D 

330 GOTO 240 

340 FOR D=1 TO 250 

350 NEXT D 

360 GOTO 220 

Commodore 64/ Airplane Message 

10 PRINT CHRSC147); 

20 PRINT TAB(3);"+— <THE AIRPLANE MESSAGE SERVICE>" 
30 PRINT 

40 PRINT "TYPE IN A BRIEF MESSAGE," 
50 PRINT "THEN PRESS <RETURN>." 
60 PRINT 
70 INPUT MS 
80 PRINT CHRSC147); 

90 PS="+ <"+M$+">" 

100 FOR 1=1 TO 40 
110 P$=" "+PS+" " 
120 NEXT I 

130 PRINT "PRESS ANY KEY TO ENTER ANOTHER MESSAGE. 
140 V=INT(RND(1)*23) 
150 T=1 

160 PRINT CHRSC19); 
170 POKE 214,V:PRINT 
180 PRINT MID$(P$,T,40); 
190 GET K$ 

200 IF K$<>"" THEN 10 
210 IF T=LEN(P$)-39 THEN 260 
220 T=T+1 
230 FOR D=1 TO 50 
240 NEXT D 
250 GOTO 170 
260 FOR D=1 TO 1000 
5) 270 NEXT D 
280 GOTO 140 




IBM PCs/ Airplane Message 

9 REM —CHANGE LINE 10 TO WL=80 FOR 80-COLUMN SCREEN— 

10 WL=40 

20 WIDTH WL:KEY OFF 
30 CLS 

40 PRINT TAB((WL/2)-17);'^ <THE AIRPLANE MESSAGE SER 

VICE>" 
50 PRINT 

60 PRINT "TYPE IN A BRIEF MESSAGE/' 
70 PRINT "THEN PRESS <ENTER>." 
80 PRINT 

90 LINE INPUT M$ 

100 IF LEN(M$X250-WL*2 THEN 130 

110 PRINT "YOUR MESSAGE IS TOO LONG. TRY AGAIN." 

120 GOTO 50 

130 CLS 

140 PS=STRINGS(WL,32)+"+ <"+MS+">"+STRING$(WL,32 ) 

150 PRINT TAB((WL/2)-19);"PRESS ANY KEY TO ENTER ANOTH 
ER MESSAGE." 

160 V=INT(RND*22)+2 
170 T=1 

180 LOCATE V,1:PRINT MID$(P$,T,WL); 

190 IF INKEYSO"" THEN 30 

200 IF T=LEN(P$)-(UL-1) THEN 230 

210 T=T+1 

220 GOTO 180 

230 FOR D=1 TO 1000 

240 NEXT D 

250 GOTO 160 



TRS-80 Color Computer Airplane Message 

10 CLEAR 1000 
20 CLS 

30 PRINT " h <AIRPLANE MESSAGE SERVICE>" 

40 PRINT 

50 PRINT "TYPE IN A BRIEF MESSAGE," 
60 PRINT "THEN PRESS <ENTER>." 
70 PRINT 
80 INPUT MS 

90 IF LENCMSX186 THEN 130 

100 PRINT "YOUR MESSAGE IS TOO LONG." 

110 PRINT "TRY AGAIN." 

120 GOTO 40 

130 CLS 

140 PS="+ <"+M$+">" 

150 FOR 1=1 TO 32 
160 P$=" "+PS+" " 
170 NEXT I 

180 PRINT TAB(5);"PRESS ANY KEY TO ENTER" 
190 PRINT TAB(8); "ANOTHER MESSAGE." 
200 V=RND(13)*32+32 
210 T=1 

220 PRINTS)V,MIDS(PS,T,32); 

230 IF INKEYSO"" THEN 20 

240 IF T=LEN(P$)-31 THEN 290 

250 T=T+1 

260 FOR D=1 TO 25 

270 NEXT D 

280 GOTO 220 

290 FOR D=1 TO 500 

300 NEXT D 

310 GOTO 200 



TRS-80 Model III/ Airplane Message 

10 CLEAR 1000 
20 CLS 

30 PRINT TAB(16);"H <THE AIRPLANE MESSAGE SERVICE>" 

40 PRINT 

50 PRINT "TYPE IN A BRIEF MESSAGE,. THEN PRESS <ENTER>. 



60 PRINT 
70 INPUT MS 

80 IF LENCMSX122 THEN 110 

90 PRINT "YOUR MESSAGE IS TOO LONG. 



TRY AGAIN." 
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100 GOTO 40 
110 CLS 

120 PS=STRING$(64,32)+ M + <"+M$+">"+STRING$(64,32) 

130 PRINT TAB(12); U PRESS ANY KEY TO ENTER ANOTHER MESS 
AGE." 

140 V=RND(14)*64 
150 T=1 

160 PRINTaV,MID$(P$,T,64); 

170 IF INKEYSO"" THEN 20 

180 IF T=LENCP$)-63 THEN 230 

190 T=T+1 

200 FOR D=1 TO 5 

210 NEXT D 

220 GOTO 160 

230 FOR D=1 TO 500 

240 NEXT D 

250 GOTO 140 



VIC-20 Airplane Message 

10 PRINT CHRSC147); 

20 PRINT "+ — <AIRPLANE MESSAGED 

30 PRINT 

40 PRINT "TYPE IN A BRIEF" 

50 PRINT "MESSAGE, THEN" 

60 PRINT "PRESS <RETURN>." 

70 PRINT 

80 INPUT M$ 

90 PRINT CHR$(147); 

100 P$="+ < M +M$+">" 

110 FOR 1=1 TO 22 
120 P$=" "+P$+" " 
130 NEXT I 

140 PRINT " PRESS ANY KEY TO" 
150 PRINT "ENTER ANOTHER MESSAGE. 
160 V=INT(RND(1)*20)+1 
170 T=1 

180 PRINT CHR$(19); 
190 POKE 214,V:PRINT 
200 PRINT MID$(P$,T,22); 
210 GET K$ 

220 IF K$<>"" THEN 10 

230 IF T=LEN(PS)-21 THEN 280 

240 T=T+1 

250 FOR D=1 TO 50 

260 NEXT D 

270 GOTO 190 

280 FOR D=1 TO 1000 

290 NEXT D 

300 GOTO 160 
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GRAPHICS PROGRAM 




Have you ever wanted to 
make an Indian blanket, 
create op art. or just plain 
experiment with your com- 
puter's graphic capabili- 
ties? 

Patterns lets you draw a 
simple block pattern in 
low-resolution graphics. It 
then multiplies this pat- 
tern dynamically over and 
over, making it play 
against itself in fascinating 
ways. As the process of 
repetition continues, you 
can vary the colors and 
choose whether patterns 
overprint or erase each 
other when they collide. 

To use Patterns, type in 
the program and save it to 
disk or tape. Set your com- 
puter to all uppercase let- 
ters before typing run (except 
ADAM). Patterns will begin 
by presenting you with a 
drawing screen, bordered 
at the bottom by an in- 
struction window. The 
drawing screen will be 
blank except for a cursor 
at the center. Design an 
initial pattern (which may 
occupy up to 128 squares) 
by moving the cursor with 
the "IT- (diagonal up left); 
'T (straight up); "O" (diag- 
onal up right); "J" (left); 
"L" (right); "M" (diagonal 
down left); V (straight 
down); and 'V (diagonal 
down right) keys. Patterns 
does not let you selectively 
erase parts of a design, but 
you can erase the entire 
drawing screen and start 
over by pressing the "E" 
key. 

When you're finished de- 
signing your pattern, press 
"P" to start the repetition 
process. Command keys 
that control the process in- 
clude "W" for Wait, which 
will freeze the screen for 



AAAM Qy^ 



^"1 

^ flAAJ 




study; "C" for Color, to 
change the color the ma- 
chine currently is drawing 
in (in the TRS-80 Model III 
version, the *'C" key 
changes the graphics char- 
acter currently being used 
to draw the pattern); "E" 
for Erase, to clear the 
screen and prepare a new 
design; and "Q" for Quit, 
in order to terminate pro- 
gram execution and return 
to BASIC. Finally, the "O" 
key toggles the overprint 
feature on and off. When 
overprint is turned on (as 
it is at the beginning of 
the repetition process), 
patterns simply print over 
one another when they col- 
lide. By pressing the "O" 
key, you can change this 
rule so that the area where 
two patterns overlap is 
erased. Pressing the "O" 
key again turns the over- 
print feature back on. Use 
of this feature can create 
waves of movement within 
the overall design as pat- 
terns interact to create un- 
occupied space on the 
screen. 




ADAM Patterns 

9 REM — MAKE SURE <LOCK> KEY IS UP— 

10 LOMEM: 29000 

20 DIM c(127),r(127) 

30 FOR i = 28000 TO 28005:READ a:POKE i,a:NEXT i 
40 p = 0:x = 19:y = 19:ko = 15 
50 HOME:GR 
60 VTAB 21 

A70 PRINT " Direction keys: M ;TAB(21 );"u i o M 
~ PRINT M <e>=erase";TAB(21);"j L M 



90 PRINT " <p>=patterns";TAB(21);"m , 
100 COLOR= 15:PL0T x,y 
110 GET k$ 

120 IF p > 0 AND k$ = M p" THEN p ~ p-1:G0T0 190 
130 IF k$ = "e" THEN 40 

140 cx = (k$ = "o" OR k$ = " I" OR kS = 'VO-flcS = M u" 
OR k$ = "j M OR k$ = "m") 

150 cy = (k$ = "m" OR k$ = "," OR kS = ".")-(k$ = "u M 

OR k$ = »i« OR k$ = "o") 

160 IF cx = 0 AND cy = 0 THEN 110 

170 c(p) = cx:r(p) = cy:x = x+cx:y = y+cy:GOSUB 1000 

180 PLOT x,y:IF p < 127 THEN p = p+1:G0T0 110 

190 i = 0:f = 0 

200 HOME: VTAB 21 

210 PRINT "<w>=wait";TAB(22);"<e>=erase" 

220 PRINT "<c>=change color";TAB(22);"<q>=qui f ' 

230 PRINT TAB(7);"<o>=overprint mode" 

239 REM —"CALL 28000" CLEARS KEYPRESS REGISTER— 

240 CALL 28000 

250 k = PEEK(64885):IF k > 0 THEN CALL 28000 
260 IF k = 113 THEN TEXT:HOME:END 
270 IF k = 101 THEN 40 

280 IF k = 99 THEN ko = ko+1-15*0;o = 15):C0L0R= ko 
290 IF k = 111 THEN 1 = NOT f 
300 IF k <> 119 THEN 340 
310 HOME: VTAB 22 

320 PRINT TAB(4);"Press any key to continue." 

330 GET k$:GOTO 200 

340 x = x+c(i):y = y+r(i):GOSUB 1000 

350 IF SCRN(x,y) = 0 OR NOT f THEN PLOT x,y:GOTO 370 

360 COLOR= 0:PLOT x,y:COLOR= ko 

370 i = i+1:IF i = p+1 THEN i = 0 

380 GOTO 250 

1000 x = x+40*((x = -1)-(x = 40)) 

1010 y = y+40*((y = -1)-(y = 40)): RETURN 

2000 DATA 62,0,50,117,253,201 

Apple Patterns 

10 DIM C(127),R(127) 

20 P = 0:X = 19:Y = 19:K0 = 15 

30 HOME : GR 

40 VTAB 21:PRINT TAB(18);"U I 0 <E>=ERASE" 

50 PRINT "DIRECTION KEYS: J L" 

60 PRINT TAB(18);"M , . <P>=PATTERNS"; 

70 COLOR= 15: PLOT X,Y 

80 GOSUB 1000 

90 IF P > 0 AND K = 80 THEN P = P-1:G0T0 160 
100 IF K = 69 THEN 20 

110 CX = (K = 79 OR K = 76 OR K = 46)-(K = 85 OR K = 7 
4 OR K = 77) 

120 CY = (K = 77 OR K = 44 OR K = 46)-<K = 85 OR K = 7 
3 OR K = 79) 

130 IF CX = 0 AND CY = 0 THEN 80 

140 C(P) = CX:R(P) = CY:X = X+CX:Y = Y+CY:GOSUB 2000 
150 PLOT X,Y:IF P < 127 THEN P = P+1:G0T0 80 
160 I = 0:F = 0 
170 HOME: VTAB 21 

180 PRINT "<C>=CHANGE COLOR"; TABC31 ); "<E>=ERASE" 
190 PRINT "<W>=WAIT";TAB(31);"<Q>=QUIT" 
200 PRINT TAB(12);"<0>=0VERPRINT l^ODE" 
210 POKE -16368,0 

220 K = PEEK(-16384)-128:IF K >= 0 THEN POKE -16368,0 
230 IF K = 81 THEN TEXT:HOME:END 
240 IF K = 69 THEN 20 

250 IF K = 67 THEN KO = K0+1-15*(K0 = 15):C0LOR= KO 
260 IF K = 79 THEN F = NOT F 
270 IF K <> 87 THEN 310 
280 HOME: VTAB 22 

290 PRINT TAB(8);"PRESS ANY KEY TO CONTINUE." 

300 GOSUB 1000:GOTO 170 

310 X = X+C(I):Y = Y+R(I):GOSUB 2000 

320 IF SCRN(X,Y) = 0 OR NOT F THEN PLOT X^GOTO 340 

330 COLOR= 0:PLOT X,Y:COLOR= KO 

340 I = 1+1: IF I = P+1 THEN I = 0 

350 GOTO 220 

1000 POKE -16368,0 

1010 K = PEEK(-16384)-128:IF K < d THEN 1010 
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1020 RETURN 

2000 X = X+40*((X = -D-CX = 40)) 

2010 Y = Y+40*((Y = -1)-<Y = 40)):RETURN 

Atari/ Patterns 

10 DIM C(127),R(127) 

20 GRAPHICS 3:P0KE 752,1 :POKE 82,0 

29 REM --LINES 30-60 KEEP TEXT WINDOW BLACK— 

30 FOR 1=1536 TO 1553:READ A: POKE I,A:NEXT I 
40 DL=PEEK(560)+256*PEEK(561):A=PEEK(559) 

50 POKE 559 / 0:POKE DL+24,136 

60 POKE 512,0:POKE 513 / 6:P0KE 54286,1 92: POKE 559, A 
70 SETCOLOR 0,1 ,7: SETCOLOR 1 ,2,7: SETCOLOR 2,3,7 
80 P=0:X=19:Y=8:KO=1 

90 PRINT #6;CHR$(125):PRINT CHR$(125); : POKE 657,17 

100 PRINT "U I 0 <E>=ERASE" 

110 PRINT "DIRECTION KEYS: J L" 

120 POKE 657,17:PRINT "M , . <P>=PATTERNS" 

130 COLOR 1:PLOT X,Y 

140 60SUB 1000 

150 IF P>0 AND K=10 THEN P=P-1:GOTO 220 
160 IF K=42 THEN 70 

170 CX=(K=8 OR K=0 OR K=34)-(K=11 OR K=1 OR K=37) 

180 CY=(K=37 OR K=32 OR K=34)-(K=11 OR K=13 OR K=8) 

190 IF CX=0 AND CY=0 THEN 140 

200 C(P)=CX:R(P)=CY:X=X+CX:Y=Y+CY:GOSUB 2000 

210 PLOT X,Y:IF P<127 THEN P=P+1:GOTO 140 

220 I=0:F=0:NX=4 

230 PRINT CHR$(125); 

240 PRINT "<W>=WAIT";:POKE 657,30:PRINT "<E>=ERASE" 
250 PRINT "<C>=CHANGE COLORS"; : POKE 657,30:PRINT "<Q>= 
QUIT" 

260 POKE 657,11 :PRINT "<0>=OVERPRINT MODE" 
270 POKE 764,255 

280 K=PEEK(764):IF K<>255 THEN POKE 764,255 

290 IF K=47 THEN POKE 82,2:POKE 752,0:GRAPHICS 0: END 

300 IF K=42 THEN 70 

310 IF K=18 THEN KO=KO+1-3* (KO=3) : COLOR KO:SETCOLOR KO 

-1,NX,7:NX=NX+1+3*(NX=9)-15*(NX=15) 

320 IF K=8 THEN F= NOT F 

330 IF K<>46 THEN 370 

340 PRINT CHR$(125):POKE 657,8 

350 PRINT "PRESS ANY KEY TO CONTINUE." 

360 GOSUB 1000:GOTO 230 

370 X=X+C(I):Y=Y+R(I):GOSUB 2000 

380 LOCATE X,Y,C:IF C=0 OR F=0 THEN PLOT X,Y:GOTO 400 
390 COLOR 0:PLOT X,Y:COLOR KO 
400 I=I+1-(P+1)*(I=P):GOTO 280 
1000 POKE 764,255 

1010 K=PEEK(764):IF K=255 THEN 1010 
1020 RETURN 

2000 X=X+40*((X=-1)-(X=40)) 
2010 Y=Y+20*((Y=-1)-(Y=20)): RETURN 
3000 DATA 72,8,141,10,212,169,15,141,23 
3010 DATA 208,169,0,141,24,208,40,104,64 



Commodore 64/ Patterns 

10 DIM C(127),R(127):SB=1024:CB=55296 

20 POKE 53280,0:POKE 53281,0 

30 QS=" ":FOR A=1 TO 38:Q$=QS+" ":NEXT A 

40 P=0:X=19:Y=10:KO=5 

50 PRINT CHR$(147) 

60 PRINT CHR$(19);:P0KE 214,21 .-PRINT 
70 PRINT TAB(17);"U I 0 <E>=ERASE" 
80 PRINT "DRAWING KEYS: J L" 
90 PRINT TAB(17);"M , . <P>=PATTERNS"; 

99 REM —PLACE CURSOR AT CENTER OF SCREEN— 

100 POKE 1443,160:POKE 55715,5 
110 GET K$:IF K$="" THEN 110 

120 IF P>0 AND K$="P" THEN P=P-1:GOTO 200 
130 IF K$="E" THEN 40 

140 CX=(K$="U" OR K$="J" OR K$="M")-(K$="0" OR K$="L" 
OR K$=".") 

150 CY=(K$="U" OR K$="I" OR K$="0")-(K$="M" OR K$="," 
OR K$=".") 



160 IF CX=0 AND CY=0 THEN 110 

170 C(P)=CX:R(P)=CY:X=X+CX:Y=Y+CY:GOSUB 1000 

180 POKE SB+X+40*Y,160:POKE CB+X+40*Y,KO 

190 IF P<127 THEN P=P+1:GOTO 110 

200 1=0: F=0 

210 PRINT CHR$(19);:P0KE 214,21 :PRINT 

220 PRINT "<C>=CHANGE C0L0R";LEFT$(Q$,14);"<E>=ERASE" 

230 PRINT "<W>=WAIT";LEFT$(Q$,22);"<Q>=QUIT " 

240 PRINT LEFT$(Q$,10);"<O>=OVERPRINT MODE";LEFT$(Q$,1 

D; 

250 GET KS 

260 IF K$="Q" THEN SYS 770: END 
270 IF K$="E" THEN 40 

280 IF K$="C" THEN KO=KO+1:IF K0=16 THEN KO=1 
290 IF K$="0" THEN F=NOT F 
300 IF K$<>"W" THEN 350 

310 PRINT CHR$(19);:P0KE 214,21 :PRINT: PRINT Q$ 

320 PRINT " PRESS ANY KEY TO CONTINUE. ":PR 

INT Q$; 

330 GET K$:IF K$="" THEN 330 
340 GOTO 210 

350 X=X+C(I):Y=Y+R(I):GOSUB 1000 

360 IF PEEK(SB+X+Y*40)=160 AND F THEN POKE SB+X+Y*40,3 
2:GOTO 390 

370 POKE SB+X+Y*40,160 
380 POKE CB+X+Y*40,KO 
390 1=1+1: IF I=P+1 THEN 1=0 
400 GOTO 250 

1000 X=X+40*((X=40)-(X=-D) 

1010 Y=Y+22*( CY=22)-(Y=-1 ) ) : RETURN 



IBM PC w/Color Graphics Adapter 
& IBM PCjr Patterns 

10 WIDTH 40:KEY OFF:SCREEN 0,1 
20 DIM C(127),R(127) 
30 P=0:X=19:Y=12:KO=15 
40 CLS 

50 LOCATE 22,17,0:COLOR 15:PRINT "U I 0 <E>=ERASE" 

60 PRINT "DIRECTION KEYS: J L" 

70 PRINT TAB(17);"M , . <P>=PATTERNS"; 

80 LOCATE Y,X: PRINT CHR$(219); 

90 K$=INKEY$:IF K$="" THEN 90 

100 IF P>0 AND K$="P" THEN P=P-1:GOTO 180 

110 IF K$="E" THEN 30 

120 CX=(K$="U" OR K$="J" OR K$="M")-(K$="0" OR K$="L" 
OR KS=".") 

130 CY=(K$="U" OR K$="I" OR K$="0")-(K$="M" OR K$="," 
OR K$="."> 

140 IF CX=0 AND CY=0 THEN 90 

150 C(P)=CX:R(P)=CY:X=X+CX:Y=Y+CY:GOSUB 1000 

160 LOCATE Y,X:PRINT CHR$(219); 

170 IF P<127 THEN P=P+1:GOTO 90 

180 1=0: F=0 

190 LOCATE 22,1:COLOR 15:PRINT "<C>=CHANGE COLOR"; SPC( 
14);"<E>=ERASE" 

200 PRINT "<W>=WAIT";SPC(22);"<Q>=QUIT" 

210 PRINT TAB(12);"0=OVERPRINT MODE"; SPC(10); 

220 K$=INKEY$ 

230 IF K$="Q" THEN COLOR 7: CLS: END 
240 IF K$="E" THEN 30 

250 IF K$="C" THEN KO=KO+1:IF KO=16 THEN KO=1 

260 IF K$="0" THEN F=NOT F 

270 IF K$<>"W" THEN 320 

280 LOCATE 22,1:PRINT SPCC39) 

290 COLOR 15:PRINT TAB(7);"PRESS ANY KEY TO CONTINUE." 
;SPC(5) 

300 PRINT SPCC39); 

310 K$=INKEY$:IF K$="" THEN 310 ELSE 190 
320 X=X+C(I):Y=Y+R(I):GOSUB 1000 

330 IF SCREEN(Y,X,1)<>0 AND F THEN COLOR 0 ELSE COLOR 
KO 

340 LOCATE Y,X:PRINT CHR$(219); 
350 1=1+1: IF I=P+1 THEN 1=0 
360 GOTO 220 

1000 X=X+40*((X=41)-(X=0)) 

1010 Y=Y+21*((Y=22)-(Y=0)):RETURN ^ 



JUNE 1985 55 



GRAPHICS PROGRAM 



TRS-80 Color Computer Pat ferns 

10 CLEAR 150 
20 DIM C(127),R(127) 
30 P=0:X=15:Y=6:KO=143 
40 CLSC0) 

50 PRINTS417," DIRECTION KEYS: ,, ;TAB(22); ,, U I 0 

60 PRINTQ449," <E>=ERASE"; TAB(22);"J L "; 

70 PRINT3481," <P>=PATTERNS M ;TAB(22); n M , . "; 

80 PRINT3207,CHR$(143); 

90 K$=INKEY$:IF K$= MM THEN 90 

100 IF P>0 AND K$="P" THEN P=P-1:60T0 180 

110 IF K$="E" THEN 30 

120 CX=(K$="U" OR K$="J" OR K$="M")-(K$="0" OR K$="L" 
OR K$=". n ) 

130 CY=(K$="U" OR K$="I" OR K$="0")-(K$="M" OR K$="," 
OR K$= M . M ) 

140 IF CX=0 AND CY=0 THEN 90 

150 C(P)=CX:R(P)=CY:X=X+CX:Y=Y+CY:GOSUB 1000 

160 PRINTS)X+Y*32,CHR$(143); 

170 IF P<127 THEN P=P+1:G0T0 90 

180 1=0: F=0 

190 PRINT3417 / "<W>=WAIT";TAB(21 );"<E>=ERASE"; 

200 PRINTS>449,"<C>=CHANGE COLOR"; TABC21 );"<Q>=QUIT "; 

210 PRINTS)481 / TAB(7); M <0>=0VERPRINT MODE"; TABC30) ; 

220 K$=INKEY$ 

230 IF K$="Q" THEN CLS: END 

240 IF K$="E" THEN 30 

250 IF K$="C" THEN K0=K0+16:IF K0=271 THEN KO=143 
260 IF K$= u O H THEN F=N0T F 
270 IF K$<>"W" THEN 320 
280 PRINT3417,TAB(30); 

290 PRINTS449,TAB(3);"PRESS ANY KEY TO CONTINUE. "; 
300 PRINT3481,TAB(30); 

310 K$=INKEY$:IF K$="" THEN 310 ELSE 190 
320 X=X+C(I):Y=Y+R(I):GOSUB 1000 

330 IF PEEK(1024+X+Y*32)>128 AND F THEN CH$=CHR$(128) 

ELSE CH$=CHR$(K0) 

340 PRINT3X+Y*32,CH$; 

350 1=1+1: IF I=P+1 THEN 1=0 

360 GOTO 220 

1000 X=X+31*(CX=31)-(X=-D) 

1 01 0 Y=Y+1 3* ( ( Y=1 3) - ( Y=-1 )): RETURN 



TRS-80 Model 111 Patterns 

10 CLEAR 150 
20 DIM C(127),R<127) 
30 P=0:X=32:Y=6:CH=191 
40 CLS 

50 PRINTa861,"U I 0 <E>=ERASE" 

60 PRINTa906,"DIRECTION KEYS: J L" 

70 PRINTS989 / ,, M , . <P>=PATTERNS"; 

80 PRINTa416,CHRS<191); 

90 K$=INKEY$:IF K$="" THEN 90 

100 IF P>0 AND K$="P" THEN P=P-1:GOTO 180 

110 IF K$= M E" THEN 30 

120 CX=(K$="U" OR K$="J" OR K$="M")-(K$="0" OR K$="L" 
OR KS= M .") 

130 CY=(K$="U" OR K$="I" OR K$="0")-(K$="M" OR K$=" / " 
OR K $=".") 

140 IF CX=0 AND CY=0 THEN 90 

150 C(P)=CX:R(P)=CY:X=X+CX:Y=Y+CY:GOSUB 1000 

160 PRINT8X+64*Y,CHR$(191); 

170 IF P<127 THEN P=P+1:GOTO 90 

180 1=0: F=0 

190 PRINT3832/ , <C>=CHANGE CHARACTER";TAB(28);"<W>=WAIT 

M ;TAB(43);"<0>=0VERPRINT MODE" 

200 PRINTa896,"<E>=ERASE";TAB(53);"<Q>=QUIT" 

210 PRINT9960 / TAB(63); 

220 K$=INKEY$ 

230 IF K$="Q" THEN CLS: END 

240 IF K$="E" THEN 30 

250 IF K$="C" THEN CH=CH-1:IF CH=175 THEN CH=191 
260 IF K$="0" THEN F=NOT F 
C)270 IF K$<>"W" THEN 310 



280 PRINTS832,TAB(63); 

290 PRINTa896,TAB(19);"PRESS ANY KEY TO CONTINUE."; TAB 
(63); 

300 K$=INKEY$:IF K$="" THEN 300 ELSE 190 
310 X=X+C(I):Y=Y+R(I):GOSUB 1000 

320 IF PEEK(15360+X+Y*64)>32 AND F THEN CH$=CHR$(32) E 

LSE CH$=CHR$(CH) 

330 PRINTSIX+Y^^CHS; 

340 1=1+1: IF I=P+1 THEN 1=0 

350 GOTO 220 

1000 X=X+64*((X=64)-CX=-D) 

1010 Y=Y+13*((Y=13)-(Y=-1)):RETURN 



VIC-20 Patterns 

10 DIM C(127) / R(127):SB=7680:CB=38400 
20 POKE 36879,8 

30 Q$=" ":FOR A=2 TO 21:Q$=Q$+" ":NEXT A 
40 P=0:X=10:Y=8:KO=5 
50 PRINT CHR$(147) 

60 PRINT CHR$(19);:P0KE 214,19:PRINT 
70 PRINT "DIRECTION KEYS: U I 0" 
80 PRINT "<E>=ERASE J L" 

90 PRINT "<P>=PATTERNS M , ."; 

99 REM —PLACE CURSOR AT CENTER OF SCREEN— 

100 POKE 7866 / 160:POKE 38586,5 
110 GET K$:IF K$="" THEN 110 

120 IF P>0 AND K$="P" THEN P=P-1:G0T0 200 
130 IF K$="E" THEN 40 

140 CX=(K$="U" OR K$="J" OR K$="M")-(K$="0" OR K$="L" 
OR K$=".") 

150 CY=(K$="U" OR K$="I" OR K$="0")-(K$="M" OR K$="," 
OR K$= M .") 

160 IF CX=0 AND CY=0 THEN 110 

170 C(P)=CX:R(P)=CY:X=X+CX:Y=Y+CY:GOSUB 1000 

180 POKE SB+X+22*Y,160:POKE CB+X+22*Y,KO 

190 IF P<127 THEN P=P+1:G0T0 110 

200 1=0: F=0 

210 PRINT CHR$(19);:P0KE 214,19:PRINT 
220 PRINT " <C>=COLOR <E>=ERASE " 
230 PRINT " <W>=WAIT <Q>=QUIT " 
240 PRINT " <0>=OVERPRINT MODE "; 
250 GET K$ 

260 IF K$="Q" THEN POKE 36879,27:PRINT CHR$(147); : END 
270 IF K$="E" THEN 40 

280 IF K$="C" THEN K0=K0+1:IF K0=7 THEN K0=1 
290 IF K$="0" THEN F=NOT F 
300 IF K$<>"W" THEN 350 

310 PRINT CHR$(19);:P0KE 214,19:PRINT:PRINT " PRES 
S ANY KEY 

320 PRINT " TO CONTINUE. ": PRINT Q$; 
330 GET K$:IF K$="" THEN 330 
340 GOTO 210 

350 X=X+C(I):Y=Y+R(I):GOSUB 1000 

360 IF PEEK(SB+X+Y*22)=160 AND F THEN POKE SB+X+Y*22,3 
2: GOTO 390 

370 POKE SB+X+Y*22,160 
380 POKE CB+X+Y*22,K0 
390 1=1+1: IF I=P+1 THEN 1=0 
400 GOTO 250 

1000 X=X+22*((X=22)-(X=-D) 

1010 Y=Y+20* ( (Y=20)-(Y=-1 ) ) : RETURN 
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PUZZLE 



PLANET OF THE EGGS 

A Hard-Boiled Tale of Sabotage 
and Suspense 

PUZZLE BY PETER FAVARO AND SARAH KORTUM 
PROGRAM BY STEVEN CM. CHEN 




If you're not a puzzle Jan. 
you can still have Jun 
with this program. See 
"Bonus Program" in the 
Solution to Scrambled 
Eggs, page 53. But don't 
read it unless you're sure 
you don't want to try the 
puzzle. 

Exactly three minutes after 
the landing pod touched 
the surface of planet OVR- 
EZ, explorer Meg S. Bene- 
dict stepped off the ladder 
and listened to the air lock 
close with a soft whoooosh. 
She shut her eyes and in- 
haled a long, deep breath, 
exhausted from a week of 
strenuous exploratory 
work, which had included 
visits to three moons (two 
natural, one artificial), six 
asteroids, and a self-suffi- 
cient space colony. This 
was her last stop before a 
much-needed vacation. 

As Meg surveyed the 
landscape, she realized 
that everything was orderly 
and uniform. The trees 
were identical — Meg knew, 
without counting, that 
each contained the same 
number of leaves. Nothing 
was out of balance. If there 
was a black circular design 
on the left side of a dwell- 
ing, it was complemented 
on the right side by a 
white circle. When a light 
was turned on in one win- 
dow, a light was turned off 
in another. Even the nine 
plots of land in the middle 
of the landscape were ar- 
ranged in a perfectly sym- 
metrical, three-by-three 
grid. 

This community was a 
refreshing change from the 

Geee 




Wet C9t* 



Karmian society Meg had 
just visited, where the 
greeting ritual consisted of 
dipping new arrivals head- 
first into pools of green 
mud as a sign of hospital- 



ity. Only one thing seemed 
out of order on OVR-EZ: 
some eggs were scattered 
about the nine plots in ap- 
parent disarray. 
Meg headed toward a 



nearby foodstation and 
was taken aback by her 
first sight of the inhabit- 
ants. One creature was 
pouring large amounts of 
the planet's food products 
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into a huge vat and then 
jumping in and spinning 
around wildly. Another 
creature took out a long 
bugle in the middle of 
what appeared to be a 
friendly conversation and 
played it rudely in his part- 
ner's face. Meg wondered 
how these inhabitants 
could maintain such an or- 
derly looking community 
with such odd standards of 
behavior. 

Curious, she turned on 
her universal translator, 
introduced herself to a 
passerby, and requested an 
interview. The inhabitant 
spoke quickly, almost fre- 
netically; and the transla- 
tion that appeared on the 
handheld machine read: 
"Think? I can't even 
scrambled my brains are 
so talk." Was something 
wrong with the translator? 
A quick diagnostic check 
revealed that everything 
was in perfect working or- 
der. Meg approached an- 
other inhabitant with the 
same confusing results. 

Perhaps a visit to the 
planet's archives would 
crack through the shell of 
apparent mystery. When 
Meg started reading the in- 
habitants' history, she dis- 
covered that they call 
themselves the Nezods, 
and that they develop in 
reverse. Born physically 
mature, they revert to egg 
form during their twilight 
years. As eggs, they exist 
forever, living on as keep- 
ers of all the knowledge 
and wisdom necessary for 
the continued advance- 
ment of the society. But 
the distribution of knowl- 
edge, as reflected in the ar- 
rangement of the eggs 
among the nine plots she'd 
seen upon landing, has to 
be balanced, just like 
everything else in the Ne- 
zod society. If this balance 
is disturbed, the Nezods 
are sent into the state of 
confusion that Meg was 
obviously witnessing. 

Legends told of mon- 
strous winged creatures 
who periodically invaded 
the community and dis- 
rupted the arrangement of 
{Sthe eggs, in an attempt to 



render the Nezods helpless. 
Meg read that if balance is 
not restored by midnight 
on the day of the distur- 
bance, the Nezods will be 
destroyed forever. In hor- 
ror, she looked at her 
watch. It was nearly mid- 
night! She quickly 
searched the archives for a 
diagram of the proper ar- 
rangement of the eggs. All 
she could find was a badly 
damaged map revealing 
how many eggs belonged 
in just one of the plots. 
Upon returning to the nine 
plots, she noted that those 
eggs were still undis- 
turbed. But there was no 
way of knowing how many 
of the others had been 
tampered with. Frantic, 
Meg began to rearrange the 
eggs from plot to plot, hop- 
ing to find the proper bal- 
ance that would restore the 
society to harmony. 

HOW TO PLAY 

Type each line of the pro- 
gram into your computer 
exactly as shown, carefully 
making the appropriate 
modifications (if needed). 
{See "Tips to the Typist/' 
page 50 . Jbr help in typ- 
ing programs.) Then save 
it to disk or cassette. 

When you run the pro- 
gram, youH see the nine 
plots, each containing a 
number representing how 
many eggs are in that plot. 
You can move the cursor, 
which represents which 
plot you're standing in, 
from plot to plot by using 
your computer's cursor 
keys. (Notes to Apple and 
Atari owners: Since not all 
Apples have up- and 
down-arrow keys, use the 
I, J, K, and L keys to 
move the cursor up, left, 
down, and right, respec- 
tively. And on the Atari, 
don't hold down the CON- 
TROL key when using the 
cursor keys to play.) 

To move eggs from one 
plot to another, move the 
cursor to the first plot and 
press RETURN or ENTER. 
Youll see the question, 
pick up how many eggs? En- 
ter how many eggs you 
want to pick up from that 
plot (from one to all) and 



press RETURN or ENTER 
again. 

You're now carrying 
those eggs. (You'll notice 
that they disappear from 
the plot you're standing 
in.) Next, walk to the sec- 
ond plot (by moving the 
cursor) and press RETURN 
or ENTER again. This will 
cause you to "drop" the 
eggs you're carrying, add- 
ing them to the eggs al- 
ready in the second plot, if 
any. 

You may find that you 
can't pick up eggs from, or 
add any to, one of the 
plots. If that happens, it 
means you've discovered 
the one plot that already 
has the correct number of 
eggs. 

Watch the clock on your 
screen closely. If you move 
the eggs into their correct 
arrangement before mid- 
night, the computer will 
congratulate you and move 
into a surprise second pro- 
gram. (When you've solved 
the puzzle, see the solution 
on page 53 for instructions 
on using the second pro- 
gram.) 

If you fail, the society 
will be destroyed on screen 
at midnight before your 
very eyes. You'll have to run 
the program again if you 
want to start over. 

At any time, you can 
press the "Q" key to exit 
the program and the 
screen will clear. Type run 
and press RETURN or EN- 
TER to play again. 

PROGRAM NOTES 

The way this program al- 
lows you to move the cur- 
sor about the grid and 
change the number under 
the cursor is very similar 
to the way a spreadsheet 
program works. 

The lines of the program 
that handle the cursor 
movement begin in the low 
500s. Keep in mind that H 



and V are the horizontal 
and vertical positions of 
the cursor in the grid, 
each ranging from 1 to 3. 
For example, (1,1) repre- 
sents the upper left-hand 
corner plot. 

If a cursor key is 
pressed, the program first 
reprints the value in the 
current plot — that is, 
square (H, V) — without the 
cursor. (The cursor is rep- 
resented by a different col- 
or, an inverse bar, a pair of 
>pointers<, or an under - 
line depending on the 
computer.) 

Then the program adds 
1 to (or subtracts 1 from) 
the value of V if a down (or 
up) arrow is pressed. Simi- 
larly, it adds 1 to, or sub- 
tracts 1 from, the value of 
H if a right or left arrow is 
pressed. 

Finally, there is a "wrap- 
around" feature. If, for ex- 
ample, H = 3 (meaning your 
cursor is in the bottom 
row) and you press the 
down-arrow key, 1 is added 
to H to get 4. But 4 is too 
big, so H is reset to 1 . The 
result on the screen is that 
the cursor "wraps around" 
to the top row again. 

The same programming 
principles also could be 
used to move an object 
around the screen, depend- 
ing on the position of a 
joystick. 

Note: For this program, 
the "cursor" keys are I, J, 
K, and L for Apple comput- 
ers. If you have an Apple 
lie or He, which have all 
four arrow keys, all you 
have to do is make a 
change in line 40 to make 
the program work with the 
true cursor keys instead of 
with I, J, K, and L. And 
owners of other computer 
brands may find it easier to 
make the program work 
with other keys of their 
choice instead of the cur- 
sor keys. Try.it! 



Apple/Scrambled Eggs 

20 DIM HP(4) / VP(4) / M(3,3),SUM(8) 

30 DL = 800: MAX = 7:MD = 10: SD = 50 

40 UP = 73:DWN = 75:LF = 74:RT = 76 

50 PICK = 0:SF = 1:MIN = 45:SEC = 0:CM = (MD*3-8)/2 

60 S$ = CHR$(32):Q$ = S$:F0R X = 1 TO MD*3 
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70 Q$ = Q$+S$:NEXT X:B$ = LEFT$(QS,MAX+2) 
80 FOR X = 0 TO 4:VP(X) = X*4+1:NEXT X 
90 FOR X = 1 TO 4:HP(X) = (X-1 )*MD+3: NEXT X 
110 REM GOTO 340 

120 FOR X = 1 TO 3:F0R Y = 1 TO 3:READ M(X,Y):NEXT Y,X 
130 HOME: GOSUB 1020 

140 VTAB 3:F0R X = 1 TO 3:INVERSE:PRINT Q$ 

150 FOR Y = 1 TO 3:INVERSE:PRINT S$;:FOR Z = 1 TO 3 

160 NORMAL: PRINT B$; :INVERSE:PRINT S$;:NEXT Z 

170 PRINT:NEXT Y / X:INVERSE:PRINT Q$: NORMAL 

180 FOR V = 1 TO 3:F0R H = 1 TO 3:G0SUB 2010:NEXT H,V 

190 H = 2:V = 2:GOSUB 2000 

200 K = PEEK(-16384)-128 

210 IF K > 0 THEN POKE -16368,0:GOTO 240 

220 IF SF = 2 THEN 200 

230 GOSUB 1000: ON MIN = 60 GOTO 600: GOTO 200 
240 IF K = 81 OR K = 113 THEN HOME: END 
250 ON K <> 13 GOTO 520: IF SF = 2 THEN 420 
260 IF H = 1 AND V = 1 THEN 200 
270 IF PICK = 0 THEN 360 

280 PICK = 0:M(V,H) = M(V,H)+EGG:GOSUB 2000 

290 C = 0: GOSUB 3000: FOR X = 1 TO 8 

300 C = C+(SUM(X) = 12):NEXT X:IF C < 8 THEN 590 

310 VTAB 18:HTAB 1:PRINT "CORRECT ARRANGEMENT!" 

320 FLASH: PRINT "YOU SAVED THE NEZODS. ".-NORMAL 

330 FOR D = 1 TO DL*2:NEXT D 

340 SF = 2: FOR X = 1 TO 3: FOR Y = 1 TO 3 

350 N(X,Y) = 0:NEXT Y:NEXT X:HOME:GOTO 140 

360 VTAB 20: HTAB 1: INPUT "PICK UP HOW MANY EGGS? ";V$ 

370 VTAB 20:HTAB 1: PRINT Q$;Q$ 

380 EGG = VAL(V$):IF EGG < 1 THEN 410 

390 IF EG6 > M(V,H) THEN EGG = M(V,H) 

400 PICK = 1:M(V,H) = M(V,H)-EGG:GOSUB 2000 

410 SEC = SEC+4:G0SUB 1010:GOTO 200 

420 VTAB 20:HTAB 1:INPUT "VALUE FOR THIS SQUARE: ";V$ 
430 VTAB 20:HTAB 1:PRINT Q$;Q$:IF VS = "" THEN 200 
440 T = VAL(V$):IF T < 0 OR LEN(VS) > MAX THEN 200 
450 M(V,H) = INT(T): GOSUB 2000: GOSUB 3000 
460 FOR X = 1 TO 3: VTAB VP(4):HTAB HP(X)-1 :PRINT B$ 
470 VTAB VP(4):HTAB HP(X)+(MAX-LEN(STR$(SUM(X) )) )/2 
480 PRINT SUM(X):NEXT X 

490 FOR X = 4 TO 8: VTAB VP(X-4):HTAB HP(4)-1 :PRINT B$ 
500 VTAB VPCX-4):HTAB HP(4):PRINT SUM(X):NEXT X 
510 GOTO 200 

520 IF K <> UP AND K <> DWN AND K <> LF AND K <> RT TH 
EN 200 

530 GOSUB 4000: IF (K = LF) OR (K = RT) THEN 560 
540 V = V+CK = DWN)-(K = UP) 

550 V = V+((V < D-CV > 3))*3:GOSUB 2000:GOTO 580 

560 H = H+(K = RT)-(K = LF) 

570 H = H+((H < D-CH > 3))*3:GOSUB 2000 

580 IF SF = 2 THEN 200 

590 SEC = SEC+0.6:GOSUB 1010:IF MIN <> 60 THEN 200 

600 FOR X = 1 TO 500:VTAB 3+RND(1)*13 

610 HTAB 1+RND(1)*(MD*3+1):PRINT S$:NEXT X 

620 FOR D = 1 TO DL:NEXT D : HOME: END 

1000 FOR D = 1 TO SD:NEXT D:SEC = SEC+0.2 

1010 IF SEC > 59.99 THEN SEC = SEC-60:MIN = MIN+1 

1020 VTAB 1 : HTAB CM:SEC$ = STR$(INT(SEC) ) 

1030 IF SEC < 10 THEN SEC$ = "0"+SEC$ 

1040 IF MIN < 60 THEN 1070 

1050 FLASH: PRINT S$; "MIDNIGHT! "; S$:NORMAL 

1060 GOSUB 2010: FOR D = 1 TO DL:NEXT D: RETURN 

1070 PRINT "11:";MIN;":";SEC$;" PM": RETURN 

2000 INVERSE 

2010 T$ = STR$(M(V,H)):B = HP(H)+(MAX-LEN(T$) ) II 
2020 GOSUB 4000: NORMAL: RETURN 
3000 SUM(4) = 0:SUM(8) = 0 

3010 FOR Y = 1 TO 3:SUM(Y) = M(1,Y)+M(2,Y)+M(3,Y) 
3020 SUMCY+4) = M(Y,1 )+M(Y,2)+MCY,3) 
3030 SUM(8) = SUM(8)+M(Y,Y):SUM(4) = SUM(4)+M(4-Y,Y) 
3040 NEXT Y: RETURN 

4000 VTAB VP(V):HTAB HP(H)-1 :PRINT 8$; 
4010 VTAB VP(V):HTAB B:PRINT T$; : RETURN 
6000 DATA 7,1,2,3,7,5,6,2,3 



Atari Scrambled Eggs 

10 DIM HP(4),VP(4),M(3,3),SUM(8) 

20 DIM A$(31),CL$(1),Q$(31) / R$(1) 

30 DIM SS(1),SEC$(2),T$(10),V$(9),Z$(7) 

40 POKE 752,1 :POKE 82,0:SETCOLOR 2,9,4 

50 PICK=0:SF=1:MIN=45:SEC=0:CL$=CHR$(125) 

60 S$=CHR$(32) :Q$=S$:Q$(31 )=S$:Q$(2)=Q$ 

70 R$=CHR$(160) :A$=R$: A$(31 )=A$: A$(2)=A$ 

80 FOR X=0 TO 4:VP(X)=X*4+1:NEXT X 

90 FOR X=1 TO 4:HP(X)=(X-1)*10+2:NEXT X 

100 REM GOTO 330 

110 FOR X=1 TO 3.-FOR Y=1 TO 3: READ T 

120 M(X,Y)=T:NEXT Y:NEXT X 

130 PRINT CL$;:GOSUB 1020 

140 POSITION 0,3:FOR X=1 TO 3.-PRINT A$ 

150 FOR Y=1 TO 3.-PRINT R$;:FOR Z=1 TO 3 

160 PRINT Q$(1,9);:PRINT R$;:NEXT Z:PRINT 

170 NEXT Y:NEXT X:PRINT AS 

180 FOR V=1 TO 3:F0R H=1 TO 3:G0SUB 2000:NEXT H:NEXT V 
190 H=2:V=2: GOSUB 3000 

200 K=PEEK (764) -.POKE 764,255: IF K<>255 THEN 230 

210 IF SF=2 THEN FOR D=1 TO 10:NEXT D:GOTO 200 

220 GOSUB 1000:ON MIN=60 GOTO 580:GOTO 200 

230 IF K=47 THEN POKE 752,0:POKE 82,2:PRINT CL$;:END 

240 ON K<>12 GOTO 480: IF SF=2 THEN 390 

250 IF H=1 AND V=1 THEN 200 

260 IF PICK=0 THEN 350 

270 PICK=0:M(V,H)=M(V,H)+E6G:GOSUB 3000 

280 C=0: GOSUB 4000: FOR X=1 TO 8 

290 C=C+(SUM(X)=12):NEXT X:IF C<8 THEN 570 

300 POSITION 0,18:PRINT "CORRECT ARRANGEMENT!" 

310 PRINT "YOU SAVED THE NEZODS." 

320 FOR D=1 TO 800: NEXT D 

330 SF=2:FOR X=1 TO 3: FOR Y=1 TO 3 

340 M(X,Y)=0:NEXT Y:NEXT X:PRINT CL$:GOTO 140 

350 GOSUB 5000: IF F OR T<1 THEN 380 

360 EG6=T:IF EGG>M(V,H) THEN EGG=M(V,H) 

370 PICK=1:M(V,H)=M<V,H)-EGG:GOSUB 3000 

380 SEC=SEC+4: GOSUB 1010:GOTO 200 

390 GOSUB 5000: IF F THEN 200 

400 IF T<0 OR LEN(V$)>6 THEN 200 

410 M(V,H)=INT(T):GOSUB 3000:GOSUB 4000 

420 FOR X=1 TO 3:P0SITI0N HP(X)-1 ,VP(4) :PRINT Q$(1,8); 

430 Z$=STR$(SUM(X)) 

440 POSITION HP(X)+(7-LEN(Z$))/2,VP(4):PRINT Z$:NEXT X 
450 FOR X=4 TO 8.-P0SITI0N HP(4)-1 ,VP(X-4) :PRINT Q$(1,8 

); 

460 POSITION HP(4),VP(X-4):PRINT SUM(X):NEXT X 
470 GOTO 200 

480 IF K<>6 AND K<>7 AND K<>14 AND K<>15 THEN 200 

490 GOSUB 2000: IF SF=2 THEN 510 

500 SEC=SEC+0.6:GOSUB 1010: IF HR=12 THEN 580 

510 IF (K=6) OR (K=7) THEN 540 

520 V=V-(K=14)+(K=15) 

530 V=V+((V<1)-(V>3))*3:GOSUB 3000:GOTO 560 

540 H=H-(K=6)+(K=7) 

550 H=H+((H<1)-(H>3))*3:GOSUB 3000 

560 IF SF=2 THEN 200 

570 SEC=SEC+0.6:GOSUB 1010: IF MINO60 THEN 200 
580 GOSUB 2000: FOR X=1 TO 500 

590 POSITION RND(1)*30,3+RND(1)*12:PRINT S$:NEXT X 

600 FOR D=1 TO 400:NEXT D:PRINT CL$; 

610 POKE 752,0:POKE 82,2:END 

1000 FOR D=1 TO 23:NEXT D : SEC=SEC+0.2 

1010 IF SE059.99 THEN SEC=SEC-60:MIN=MIN+1 

1020 POSITION 10,0:SEC$=STR$(rNT(SEO) 

1030 IF SEC<10 THEN SEC$(2)=SEC$: SEC$(1 ,1 )="0" 

1040 IF MIN<60 THEN 1070 

1050 PRINT S$; "MIDNIGHT! ";S$ 

1060 GOSUB 2000:FOR D=1 TO DL.-NEXT D : RETURN 

1070 PRINT "11:";MIN;":";SEC$;" PM": RETURN 

2000 T$=STR$(M(V,H)):B=HP(H)+(7-LEN(T$))/2 

2010 GOSUB 6000: RETURN 

3000 T$=STR$(M(V,H)):B=HP(H)+(7-LEN(T$))/2 

3010 FOR 1=1 TO LEN(T$):T$(I,I)=CHR$(ASC(T$(I,I))+128) 
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3020 NEXT I:GOSUB 6000: RETURN 
4000 SUM(4)=0:SUM(8)=0 

4010 FOR Y=1 TO 3:SUM(Y)=M(1,Y)+M(2,Y)+M(3,Y) 
4020 SUM(Y+4)=M(Y,1)+M(Y,2)+M(Y,3) 
4030 SUM(8)=SUM(8)+M(Y,Y):SUM<4>=SUM(4)+M(4-Y,Y) 
4040 NEXT Y: RETURN 

5000 TRAP 5000:POSITION 0,20: IF SF=1 THEN 5020 

5010 PRINT "VALUE FOR THIS SQUARE"; .-GOTO 5030 

5020 PRINT "PICK UP HOW MANY EGGS"; 

5030 F=1:POKE 752,0:INPUT V$:POKE 752,1 

5040 POSITION 0,20:PRINT Q$;Q$:IF V$="" THEN 5060 

5050 T=VAL(V$):F=0 

5060 TRAP 40000: RETURN 

6000 POSITION HP(H),VP(V):PRINT Q$(1,7) 
6010 POSITION B,VP(V):PRINT T$: RETURN 
7000 DATA 7,1,2,3,7,5,6,2,3 

Commodore 64 w/color TV or monitor 
Scrambled Eggs 

10 POKE 53281, 12:POKE 53280,12 

20 DIM HP(4),VP(4),M(3,3),SUM(8) 

30 BM=20:DL=800:MAX=7:MD=10:SD=42 

40 BL$=CHR$(144):YWS=CHR$(158):WH$=CHR$(5) 

50 S$=CHR$(32):CL$=CHR$(147):RN$=CHR$(18) 

70 PICK=0:SF=1:CM=(MD*3-10)/2:Q$=S$ 

80 FOR X=1 TO MD*3:Q$=Q$+S$:NEXT X : B$=LEFT$(Q$,MAX+2) 

90 FOR X=0 TO 4:VP(X)=X*4:NEXT X 

100 FOR X=1 TO 4:HP(X)=(X-1)*MD+2:NEXT X 

110 REM GOTO 350 

120 FOR X=1 TO 3:F0R Y=1 TO 3: READ M(X,Y):NEXT Y,X 
130 PRINT WH$;CL$ 

140 T$=RN$+BL$+S$:POKE 214,2: PRINT 

150 FOR X=1 TO 3:PRINT RN$;BL$;Q$ 

160 FOR Y=1 TO 3:PRINT T$;:FOR Z=1 TO 3 

170 PRINT SPC (MAX +2); T$; :NEXT Z 

180 PRINT:NEXT Y,X:PRINT RN$; BL$;Q$; WHS 

190 FOR V=1 TO 3:F0R H=1 TO 3:G0SUB 2010:NEXT H,V 

200 IF SF=1 THEN TIME$="1 14500" : GOSUB 1000 

210 H=2:V=2: GOSUB 2000 

220 GET K$:IF K$<>"" THEN K=ASC (K$) : GOTO 250 
230 IF SF=2 THEN 220 

240 GOSUB 1000:ON -(HR$="12") GOTO 620:GOTO 220 

250 IF K=81 OR K=209 THEN PRINT CL$;:END 

260 ON -(K013) GOTO 540:V$="":IF SF=2 THEN 430 

270 IF H=1 AND V=1 THEN 220 

280 IF PICK=0 THEN 370 

290 PICK=0:M(V,H)=M(V,H)+EGG:GOSUB 2000 

300 C=0: GOSUB 3000: FOR X=1 TO 8 

310 C=C-(SUM(X)=12):NEXT X:IF C<8 THEN 610 

320 POKE 214,BM-2:PRINT:PRINT "CORRECT ARRANGEMENT!" 

330 PRINT BL$;"YOU SAVED THE NEZODS.";WH$ 

340 FOR D=1 TO DL*2:NEXT D 

350 SF=2:FOR X=1 TO 3: FOR Y=1 TO 3 

360 M(X,Y)=0:NEXT Y,X:PRINT CL$:GOTO 140 

370 POKE 214,BM:PRINT:INPUT "PICK UP HOW MANY EGGS";V$ 

380 POKE 214,BM:PRINT:PRINT Q$;Q$ 

390 EGG=VAL(V$):IF EGG<1 THEN 420 

400 IF EGG>M(V,H) THEN EGG=M(V,H) 

410 PICK=1:M(V,H)=M(V,H)-EGG:GOSUB 2000 

420 GOSUB 1000:GOTO 220 

430 POKE 214,BM:PRINT:INPUT "VALUE FOR THIS SQUARE";V$ 
440 POKE 214,BM:PRINT:PRINT Q$;Q$:IF V$="" THEN 220 
450 T=VAL(V$):IF T<0 OR LEN(V$)>MAX THEN 220 
460 M(V,H)=INT(T):GOSUB 2000:GOSUB 3000 
470 FOR X=1 TO 3:P0KE 214,VP(4) :PRINT 
480 PRINT SPC(HP(X)-1);B$ 

490 Z$=MID$(STR$(SUM(X)),2):P0KE 214,VP(4) :PRINT 
500 PRINT SPC(HP(X)+(MAX-LEN(Z$))/2);Z$:NEXT X 
510 FOR X=4 TO 8:P0KE 214, VPCX-4) : PRINT 
520 PRINT SPC(HPC4)-1);B$:P0KE 214, VPCX-4) : PRINT 
530 PRINT SPC(HP(4)-1);SUM(X):NEXT X:GOTO 220 
540 IF K<>17 AND K<>29 AND K<>145 AND K<>157 THEN 220 
550 GOSUB 4000: IF (K=29) OR (K=157) THEN 580 
560 V=V-CK=17)+CK=145) 
v570 V=V-CCV<1)-CV>3))*3:G0SUB 2000:GOTO 600 



580 H=H-CK=29)+CK=157) 

590 H=H-CCH<1)-CH>3))*3:GOSUB 2000 

600 IF SF=2 THEN 220 

610 GOSUB 1000: IF HR$<>"12" THEN 220 

620 FOR X=1 TO 500.-POKE 214,2+RNDO )*(BM-2) : PRINT 

630 PRINT SPCC1+RNDC1)*CMD*3+1));S$:NEXT X 

640 FOR D=1 TO DL:NEXT D : PRINT CL$;:END 

1000 POKE 214 / 0:PRINT:PRINT SPC(CM); 

1010 HR$=LEFT$CTIME$,2):IF HR$<>"12" THEN 1040 

1020 PRINT YW$;S$;"MIDNIGHT!";S$;WH$ 

1030 GOSUB 2010:FOR D=1 TO DL:NEXT D : RETURN 

1040 PRINT "11:";MID$(TIME$,3,2);":"; 

1050 PRINT RIGHT$(TIME$,2);" PM": RETURN 

2000 PRINT YW$; 

2010 T$=MID$(STR$(M(V,H)),2):B=HP(H)+(MAX-LEN(T$))/2 
2020 GOSUB 4000: PRINT WHS; : RETURN 
3000 SUM(4)=0:SUMC8)=0 

3010 FOR Y=1 TO 3:SUM(Y)=M(1,Y)+M(2,Y)+M(3,Y) 
3020 SUMCY+4)=MCY,1)+MCY,2)+MCY,3) 
3030 SUMC8)=SUMC8)+MCY,Y):SUMC4)=SUMC4)+M(4-Y,Y) 
3040 NEXT Y : RETURN 

4000 POKE 214,VP(V):PRINT:PRINT SPC(HP(H)-1 );B$ 
4010 POKE 214,VP(V):PRINT:PRINT SPC(B);T$: RETURN 
5000 DATA 7,1,2,3,7,5,6,2,3 

IBM PC Scrambled Eggs 

10 DEF SEG=0:KEY OFF :DIM HP(4) ,VPC4),M(3,3),SUM(8) 

20 DL=800:LM=21:SD=69:SW=80 

30 S$=CHR$C32) -.WIDTH SW:LOCATE ,,0 

40 PICK=0: SF=1 : MIN=45 : SEC=0: CM=LM+1 0 

50 Q$=STRING$(31,32):Y$=CHR$(219) 

60 B$=STRING$(9,32):X$=STRING$(31,219) 

70 FOR X=0 TO 4:VP(X)=X*4+1:NEXT X 

80 FOR X=1 TO 4:HPCX)=CX-1)*10+2+LM:NEXT X 

90 REM GOTO 320 

100 FOR X=1 TO 3:F0R Y=1 TO 3: READ M(X,Y):NEXT Y,X 

110 COLOR 2,0:CLS: GOSUB 1020 

120 LOCATE 3,1: FOR X=1 TO 3:PR1NT TAB(LM);X$ 

130 FOR Y=1 TO 3:PRINT TAB(LM);Y$; 

140 FOR Z=1 TO 3:PRINT B$;Y$;:NEXT Z 

150 PRINT:NEXT Y,X:PRINT TAB(LM);X$ 

160 FOR V=1 TO 3:FOR H=1 TO 3:GOSUB 2010:NEXT H,V 

170 H=2:V=2: GOSUB 2000 

180 K$=INKEY$:POKE 1050,PEEK(1052) 

190 ON LEN(K$)+1 GOTO 200,220,500 

200 IF SF=2 THEN FOR D=1 TO 5: NEXT D:GOTO 180 

210 GOSUB 1000:IF MIN=60 THEN 590 ELSE 180 

220 K=ASC(K$):IF K=81 OR K=113 THEN CLS: END 

230 IF K<>13 THEN 180 ELSE IF SF=2 THEN 400 

240 IF H=1 AND V=1 THEN 180 

250 IF PICK=0 THEN 340 

260 PICK=0:M(V,H)=M(V,H)+EGG:GOSUB 2000 

270 C=0: GOSUB 3000: FOR X=1 TO 8 

280 C=C-(SUM(X)=12):NEXT X:IF C<8 THEN 580 

290 LOCATE 18,1+LM:PRINT "CORRECT ARRANGEMENT!" 

300 COLOR 9: PRINT SPC (LM); "YOU SAVED THE NEZODS." 

310 COLOR 2: FOR D=1 TO DL*2:NEXT D 

320 SF=2:FOR X=1 TO 3:FOR Y=1 TO 3 

330 M(X,Y)=0:NEXT Y:NEXT X:CLS:GOTO 120 

340 LOCATE 20,1: INPUT "PICK UP HOW MANY EGGS";V$ 

350 LOCATE 20,1: PRINT QS;Q$ 

360 EGG=VAL(V$):IF EGG<1 THEN 390 

370 IF EGG>M(V,H) THEN EGG=M(V,H) 

380 PICK=1:MCV,H)=MCV,H)-EGG:GOSUB 2000 

390 SEC=SEC+4:G0SUB 1010:GOTO 180 

400 LOCATE 20,1: INPUT "VALUE FOR THIS SQUARE"; V$ 

410 LOCATE 20,1:PRINT Q$;Q$:IF VS="" THEN 180 

420 T=VAL(V$):IF T<0 OR LEN(V$)>6 THEN 180 

430 M(V,H)=INT(T):GOSUB 2000:GOSUB 3000 

440 FOR X=1 TO 3:LOCATE VPC4),HP(X)-1 :PRINT B$ 

450 Z$=MID$(STR$(SUM(X)),2) 

460 LOCATE VP(4),HP(X)+(7-LEN(Z$) )/2:PRINT Z$:NEXT X 
470 FOR X=4 TO 8:L0CATE VPCX-4),HPC4)-1 :PRINT B$ 
480 LOCATE VPCX-4) ,HP(4)-1 : PRINT SUM(X):NEXT X 
490 GOTO 180 
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500 K=ASC(RIGHT$(K$ / D) 

510 IF K<>72 AND K<>75 AND K<>77 AND KO80 THEN 180 
520 GOSUB 4000: IF (K=75) OR (K=77) THEN 550 
530 V=V-(K=80)+(K=72) 

540 V=V-C(V<1)-(V>3))*3:G0SUB 2000:GOTO 570 

550 H=H-(K=77)+(K=75) 

560 H=H-((H<1)-(H>3))*3:G0SUB 2000 

570 IF SF=2 THEN 180 

580 SEC=SEC+.6:G0SUB 1010:IF MINO60 THEN 180 
590 FOR X=1 TO 500 

600 LOCATE 3+RND*12,RND*31+LM:PRINT S$:NEXT X 

610 FOR D=1 TO DL:NEXT D:CLS:END 

1000 FOR D=1 TO SD:NEXT D:SEC=SEC+.2 

1010 IF SE059.99 THEN SEC=SEC-60:MIN=MIN+1 

1020 LOCATE 1 / CM:SEC$=MID$(STR$(INT(SEC)),2) 

1030 IF SEC<10 THEN SEC$="0 ,, +SEC$ 

1040 MIN$=MID$(STR$(MIN),2):IF MIN<60 THEN 1070 

1050 COLOR 9:PRINT S$; "MIDNIGHT! "; S$: COLOR 2 

1060 GOSUB 2010:FOR D=1 TO DL:NEXT D: RETURN 

1070 PRINT " 1 1 : w ; HI N$; " : SECS; w PH": RETURN 

2000 COLOR 9 

2010 T$=MID$(STR$(M(V / H)) / 2):B=HP(H)+(7-LEN(T$))/2 
2020 GOSUB 4000: COLOR 2: RETURN 
3000 SUM(4)=0:SUM(8)=0 

3010 FOR Y=1 TO 3:SUM(Y)=M(1,Y)+M(2,Y)+M(3,Y) 

3020 SUM(Y+4)=M(Y,1)+M(Y,2)+M(Y,3) 

3030 SUM(8)=SUM(8)+H(Y,Y):SUM(4)=SUM(4)+M(4-Y,Y) 

3040 NEXT Y: RETURN 

4000 LOCATE VP(V),HP(H)-1:PRINT B$ 

4010 LOCATE VP(V),B:PRINT T$: RETURN 

5000 DATA 7,1,2,3,7,5,6,2,3 

TRS-80 Color Computer Scrambled Eggs 

10 CLEAR 500.-DIM HP(4) ,VP(4) ,M(3,3) ,SUM(8) 

20 DL=700 : MAX=4 : MD=7 : SD=23 : UP=94 : WL=32 : LM=1 : F=0 

30 BM=352: S$=CHR$(32) :W$=CHR$<175) :H$=W$ 

40 PICK=0:SF=1:MIN=45:SEC=0:CM=(MD*3-10)/2+LM 

50 R$=W$:FOR X=1 TO MD*3:Q$=Q$+S$: R$=R$+W$: NEXT X 

60 B$=LEFT$(Q$,MAX+2) :C$=LEFT$(R$,MAX+2) 

70 X$=H$:Y$=H$ 

80 FOR X=1 TO 3:X$=X$+C$+H$:Y$=Y$+B$+H$:NEXT X 
90 FOR X=0 TO 4:VP(X)=(X*2+1)*WL:NEXT X 
100 FOR X=1 TO 4:HP(X)=(X-1)*HD+LM+2:NEXT X 
110 REM GOTO 320 

120 FOR X=1 TO 3:F0R Y=1 TO 3:READ M(X,Y):NEXT Y,X 

130 CLS:GOSUB 1020 

140 PRINTa2*WL, M,, ; 

150 FOR Z=1 TO 3:PRINT TAB(LM);X$ 

160 PRINT TAB(LM);Y$:NEXT Z:PRINT TAB(LM) ; R$ 

170 FOR V=1 TO 3:F0R H=1 TO 3:G0SUB 2000:NEXT H,V 

180 H=2:V=2: GOSUB 3000 

190 K$=INKEY$:IF K$<>"" THEN K=ASC (K$) .-GOTO 220 
200 IF SF=2 THEN 190 

210 GOSUB 1000:ON -CMIN=60) GOTO 580:GOTO 190 

220 IF K=81 OR K=113 THEN CLS: END 

230 ON -(K013) GOTO 500: V$="": IF SF=2 THEN 400 

240 IF H=1 AND V=1 THEN 190 

250 IF PICK=0 THEN 340 

260 PICK=0:M(V,H)=M(V,H)+EGG:GOSUB 3000 

270 C=0:GOSUB 4000:FOR X=1 TO 8 

280 C=C-(SUM(X)=12):NEXT X:IF C<8 THEN 570 

290 PRINTSBM+LM, "CORRECT ARRANGEMENT!" 

300 PRINT TAB(LM);"YOU SAVED THE NEZODS." 

310 FOR D=1 TO DL*2:NEXT D 

320 SF=2:FOR X=1 TO 3:F0R Y=1 TO 3 

330 M(X,Y)=0:NEXT Y,X:CLS:GOTO 140 

340 PRINTSBM/'PICK UP HOW MANY EGGS";: INPUT V$ 

350 PRINTaBM,Q$;Q$ 

360 EGG=VAL(V$):IF EGG<1 THEN 390 

370 IF EGG>M(V,H) THEN EGG=M(V,H) 

380 PICK=1:M(V,H)=M(V,H)-EGG:GOSUB 3000 

390 SEC=SEC+4:GOSUB 1010:GOTO 190 

400 PRINTQBM, "VALUE FOR THIS SQUARE"; : INPUT V$ 

410 PRINTSBM,Q$;Q$: IF V$="" THEN 190 

420 T=VAL(V$):IF T<0 OR LEN(V$)>MAX-F THEN 190 

430 M(V,H)=INT(T):GOSUB 3000:GOSUB 4000 

C 



440 FOR X=1 TO 3:PRINTaVP(4)+HP(X)-1,B$; 
450 Z$=MID$(STR$(SUM(X)),2) 

460 PRINTaVP(4)+HP(X)+(MAX-LEN(Z$))/2,Z$;:NEXT X 
470 FOR X=4 TO 8:PRINTaVP(X-4)+HP(4)-1 ,B$; 
480 PRINT3VP(X-4)+HP(4)-1,SUM(X);:NEXT X 
490 GOTO 190 

500 IF K<>8 AND K<>9 AND K<>10 AND KOUP THEN 190 
510 GOSUB 2000: IF (K=8) OR (K=9) THEN 540 
520 V=V-(K=10)+CK=UP) 

530 V=V-(CV<1)-CV>3))*3:GOSUB 3000:GOTO 560 

540 H=H-(K=9)+(K=8) 

550 H=H-((H<1)-(H>3))*3:G0SUB 3000 

560 IF SF=2 THEN 190 

570 SEC=SEC+0.6:GOSUB 1010: IF MINO60 THEN 190 

580 FOR X=1 TO 500:PRINT8RND (BM-WL)+WL,S$; 

590 NEXT X:FOR D=1 TO DL: NEXT D : CLS: END 

1000 FOR D=1 TO SD.-NEXT D : SEC=SEC+0.2 

1010 IF SE059.99 THEN SEC=SEC-60:MIN=MIN+1 

1020 SEC$=MID$(STR$(INT(SEC)),2) 

1030 IF SEC<10 THEN SEC$="0"+SEC$ 

1040 MIN$=MID$(STR$(MIN),2):IF MIN<60 THEN 1070 

1050 PRINT3CM,S$; "MIDNIGHT! "; S$ 

1060 GOSUB 2000: FOR D=1 TO DL: NEXT D: RETURN 

1070 PRINTaCM,"11:";MIN$;":";SEC$;" PM": RETURN 

2000 T$=MID$(STR$(M(V,H)),2):B=HP(H)+(MAX-LEN(T$))/2 

2010 GOSUB 5000: RETURN 

3000 T$=MID$(STR$(M(V,H)),2):B=HP(H)+(MAX-LEN(T$))/2-1 
3010 TS=">"+T$+"<": GOSUB 5000.-RETURN 
4000 SUM(4)=0:SUM(8)=0 

4010 FOR Y=1 TO 3:SUM(Y)=M(1,Y)+M(2,Y)+M(3,Y) 

4020 SUM(Y+4)=M(Y,1 )+M(Y,2)+M(Y,3) 

4030 SUM(8)=SUM(8)+M(Y,Y):SUM(4)=SUM(4)+M(4-Y,Y) 

4040 NEXT Y: RETURN 

5000 PRINTaVP(V)+HP(H)-1,B$; 

5010 PRINTaVP(V)+B,T$;: RETURN 

6000 DATA 7,1,2,3,7,5,6,2,3 



MODIFICATIONS FOR OTHER COMPUTERS 

ADAM/ Scrambled Eggs 

Use the Apple version, with the following alterations. Add 
lines 10, 100, and 5000: 
10 LOMEM: 29000 

100 FOR i = 28000 TO 28005: READ a: POKE i, a: NEXT i 
5000 DATA 62,0,50,117,253,201 

Also, change lines 30, 40, 200-230, and 1000 to read as 
follows: 

30 dl = 1000:max = 4:md = 7:sd = 135 

40 up = 160:dwn = 162: If = 163:rt = 161 

200 CALL 28000: FOR d = 1 TO sd:NEXT d:IF sf = 2 THEN 

220 

210 GOSUB 1000:IF min = 60 THEN 600 
220 VTAB 20:HTAB 1:k = PEEK (64885) 
230 ON k > 0 60T0 240: GOTO 200 
1000 sec = sec+0.2 

Commodore 64 w/B&W TV or monochrome monitor/ 
Scrambled Eggs 

Use the version labeled "Commodore 64 w/color TV or 
monitor." except change line 40 to read as follows: 
40 BL$=CHR$(144):YW$=BL$:WH$=CHR$(5) 

IBM PCjr Scrambled Eggs 

Use the IBM PC version, except change line 20 to read as 
follows: 

20 DL=900:LM=1:SD=49:SW=40 

TRS-80 Model Hi Scrambled Eggs 

Use the TRS-80 Color Computer version, except change 
lines 20 and 30 to read as follows: 

20 DL=300:MAX=9:MD=12:SD=8:UP=91:UL=64:LM=9:F=4 / 
30 BM=704:S$=CHR$(32):W$=CHR$(143):H$=CHR$(191) . Y 
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VIC-20 Scrambled Eggs 

Use the version labeled "Commodore 64 w/color TV or 

monitor," with the following alterations. Add line 60: 

60 A$=S$:F0R X=1 TO 20:A$=A$+S$:NEXT X 

Change lines 10, 30, 370, 380, 430, and 440 to read as 

follows: 

10 POKE 36879,25 

30 BM=18:DL=900:MAX=2:MD=5:SD=44 

370 POKE 214,18:PRINT:PRINT "PICK UP HOW MANY EGGS":IN 
PUT V$ 

380 POKE 214,18:PRINT:PRINT A$:PRINT A$ 

430 POKE 214,18:PRINT:PRINT "VALUE FOR THIS SQUARE":IN 

PUT V$ 

440 POKE 214,18:PRINT:PRINT A$:PRINT A$:IF V$="" THEN 
220 

Finally, if you are using a color television or monitor, 

change line 40 to read as follows: 

40 BL$=CHR$(144) :YW$=CHR$(28) :WH$=CHR$(31 ) 

If you are using a black-and-white television or mono- 
chrome monitor, change line 40 to read as follows: 
40 BL$=CHR$(144) : YW$=BL$:WH$=CHR$(31 ) 




PROGRAMMING P.S. 

Corrections to previous months' programs 

Apple/Banner (April 1985, page 63) 

To run Banner under ProDOS. change lines 500 and 690 

to read as follows: 

500 PRINT CHR$(4);"PR# 1" 

690 PRINT CHR$(4);"PR# 0" 

TI-99 4 A Perpetual Calendar (January 1985, page 74) 
The first minus sign in line 190 should have been a plus 
sign: 

190 LD(2)=28+SGN(((Y=INT(Y/4)*4)*(YOINT(Y/100)*100)) + 
(Y=2000)) 

TRS-80 Color Computer Disk Label Maker (June 

1984. page 78), Brain Terrain (August 1984. page 86), 
The Black Mask (October 1984. page 80). By Invito* 
lion Only (December 1984. page 116). Perpetual Cal- 
endar (January 1985. page 75), Banner (April 1985. 
page 67) 

All these programs require Extended Color BASIC. In the 
future, when a CoCo program requires Extended Color 
BASIC, we'll tell you so clearly. We apologize for any in- 
convenience this omission may have caused. 

But if you have standard Color BASIC, all is not lost! 
These six programs all contain a strings function, which, 
while it's missing in Color BASIC, can be simulated. 

string$, often used in the form 
A$= STRINGS (number, code ) 

is a function that creates a string containing number 
characters, each of which has ASCII code code . For ex- 
ample, strings(50,32) creates a string of 50 spaces (the 
ASCII code for space is 32: see your manual). Another 
way to create strings of this kind is with a statement 
such as 

FOR X=1 TO number : AS=AS+CHRS(code) : NEXT X 

For example, to create a string of 50 spaces we could 
write 

FOR X=1 TO 50:A$=A$+CHR$(32):NEXT X 

CoCo owners who don't have Extended Color BASIC may 
wish to use this approach to modify the six programs 
listed above to run on their computers. 



TRS-80 Color Computer/ Banner (April 1985. page 67) 
You can print longer messages if you add line 5: 
5 CLEAR 1000 

Also see the note above. 



TRS-80 Model III Banner (April 1985, page 67) 
On a Model III (and a Model 4 running Model III BASIC), 
you can print longer messages if you add line 5: 
5 CLEAR 1000 



VIC-20 w/8K or 16K RAM Cartridge/ Optical Illu- 
sion (April 1985, page 59) 
In Line 30, SH=17 should have read SH=16: 
30 SH=16:SW=22:TRU=-1:E$=" <RETURN> ": CL$=CHR$(147) 



Corrections to programs from "Helpful Hints" 

ADAM & Apple/Print Out Your Disk Directory 

(April 1985, page 50) 

This program was incorrect as published. The following 
program will work correctly: 

10 D$ = CHR$(4) 
20 PRINT D$; M PR# V 
30 PRINT D$; "CATALOG" 
40 PRINT D$;"PR# 0" 

This program will print out the directory of the "current" 
disk or (ADAM) digital data pack. To print the directory 
of the disk or pack in another drive, add the designation 
of that drive after catalog in line 30. For example, to 
print the directory of the data pack in the second ADAM 
data drive, or the disk in the second Apple disk drive, 
you'd change line 30 to 
30 PRINT D$;"CATAL06 / D2" 
The first ADAM disk drive is referred to as D5. 

Also, if your Apple printer card is in a slot other than 
slot 1, change the 1 in line 20 to the number of that slot. 



IBM PCs/ Print out Your Disk Directory (April 1985, 
page 50) 

If youVe specially configured your system, you may have 
to use the name of the device on which you want the di- 
rectory printed. Thus, the command you use might be 

DIR>LPT1. DIR>LPT2, DIR»LPT3. DIR>AUX. DIR>COMl. Or 
DIR>COM2. 

TRS-80 Model ill/ Print Out Your Disk Directory 

(April 1985, page 50) 

To print the directory of the disk in the first or second 
drive, the command is OIR:0 (PRT) or DIR:1 (PRT), 
respectively. 

TRS-80 Models III & a/Rule Your Stationery (April 
1985. page 50) 

The program works fine under TRSDOS Version 6 BA- 
SIC. But on a Model III (and a Model 4 running Model III 
BASIC), you need to add a line to the program: 
5 CLEAR 1000 
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Give your children more than the 
advantage of a computer. 
Give them the Scholastic Advantage. 



* ^ - - You probably realize the computer is only 

f \ , ^J^^^ flfj ■ the first step. Now you need Scholastic 

Software to turn it into both a powerful 
and entertaining learning tool for your 
child. 

. Scholastic Software is the only 

r software that comes with the Scholastic 

! ► ■ Advantage. This means software which 

uses your child's own natural curiosity and 
love of adventure to make learning valu- 
able skills fun. Software based on what 
your child is actually studying in school, 
which makes it relevant and practical. And 
software which is already being used 
successfully by millions of kids in schools 
around the country 

At Scholastic, we've put everything 
we've discovered about how youngsters 
learn into our new software line. It's the 
result of over 60 years' experience making 
learning both challenging and fun. In fact, you probably grew up reading Scholastic books and 
magazines in school. Nobody else knows kids like we do and it shows in our new family of 
products. That's the Scholastic Advantage. 

Our software family includes Agent U.S.A., which turns geography into an exciting adven- 
ture trip around the country; Story Maker, a program that helps kids create their own illustrated 
story book, and Math Man, an action game that makes learning math fun. Microzine is Ameri- 
ca's most popular classroom software, featuring four fun learning programs on one disk. Story 
Tree is both a creative writing tool and a word processor, and Operation: Frog is a fascinating 
simulation of a biology lab. 

So give the Scholastic Advantage. You'll be 
surprised how fast the computer becomes one of 
your child's favorite— and most exciting— teachers 





I Clip this and save $ 5. 00 on any purchase \ 
of Scholastic Software! 





Ml 




OPggATION; 
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Agent i ' s a entailable in Apple. Atari, Commodore and IBM. story Maker "ml Mien vine 

m ailable in Apple Math Man and Story Tree available in Apple and IBM < operation. Frog 
at atlable in Apple and Commodore Spelldii er available in Apple. Atari and Commodore 



Not a store coupon. Redeem by attaching dated cash register 
receipt and warranty card. Send to: Scholastic Software, 
Dept. CM., 7 30 Broadway. New York. NY 10003. 



Name. 



Address. 
Citv 



.Zip. 



Store name_ 



L 



Product purchased Computer owned. 

Offer good September 15. 1984 — September 30. 1985. 



Limit one per family and one per product. 
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% Scholastic 

The MostTrusted Name in Learning 



Help Agent U.S. A. stop the fuzz plague. 
And you can win a trip to Washington, D.C. 

The FuzzBomb is turning millions of men, women and children into mindless fuzzbodies. 
And Agent U.S.A. can't stop the devious plague spreader without your help. 

But don't accept the assignment unless you're really 
prepared to stretch your mind. Because sharp eyes and 
quick reflexes aren't enough to stop the fuzz plague. 
You'll have to outthink and outplan the FuzzBomb as 
you pursue him around the country in super-fast rocket 
trains. And you'll have to remember state capitals, learn 
the time zones and figure out the quickest routes across 
the nation. If you don't, the fuzzbodies will turn you into 
one of them. 

Become one of the few super-agents to defeat the 
FuzzBomb and you may win a trip to intelligence head- 
quarters in Washington,' D.C. What's more, even if you 
never catch the evil one, tell us what you like about the game and you can 
become an instant winner of an Agent U.S.A. knapsack (see package for contest details). 

Agent U.S.A. needs you now. So sign up where you usually buy your software. Or write to 

Scholastic Inc., Dept. EW, 730 Broadway, New York, 
NY 10003. 

Do it before the fuzz plague comes to your 
neighborhood! 





40 Scholastic 

The Most Trusted Name in Learning 



Available for Apple, Atari. Commodore and IBM. 




FOR THE COMPUTER GENERATION 



Make your computer work for you 
this summer! Try k-powers five ways 
to make some extra dough with your 
computing and programming skills. 
Maybe these examples will give you 
inspiration! 

1 Sell your hint know-how. Ed Savin. 
18, is an experienced gamer. He cut 
his computing teeth in 1975 by solv- 
ing Scott Adams' Adventure. Now Ed 
has created a small empire by pub- 
lishing adventure game hint books 
from his home in Easton. Connecti- 
cut. He calls the company Witt's 
End. "I saw, there was a real need for 
game hints. Whenever I went to us- 
ers' groups, people would ask me 
what to do next in an adventure 
game." Ed says. 

Ed sells hint books (covering a 
wide selection of Infocom and Sierra 
adventure games, among others) to 
more than 300 retail stores, and has 
sold more than 4,000 copies! 

You can share your gaming hints 
with k-power readers. We pay $10 for 
hints (we haven't heard of) that we 
publish in our Strategy section. 
Send hints to: HINT HOTLINE, c/o k- 
power. 730 Broadway, New York, NY 
10003. 

2 Computerize your favorite sport. 

Perry Pierce. 18, was the official 
scorekeeper for the Little League in 
Darien. Connecticut. He used to 
keep track of every run. hit. and er- 
ror, plus compile player and team 
statistics for 10 teams. 130 players, 
and 16 games per team — all with a 
handheld calculator! It wasn't long 
before Perry, and friend Robert 
Locke, 19. decided it would be a lot 
smarter to write a statistics pro- 
gram. It took them two months to 
write the statistics-keeping program 



Ways to Make 
$$ 

With Your 
Computer 




Matthew Krevat juggles word processing 
and dating. 



they called BASES on the school's 
Digital PDP 1 134 computer. Coaches 
from all over the league raved about 
the program so Perry and Robert are 
now in the process of marketing it. 

3 Be a computer tutor. Peter Grei 
1 7. had a brainstorm one day when 
his pockets were particularly empty: 
What about becoming a tutor and 
selling computer know-how? "So a 
friend and I went down to a local ele- 
mentary school and passed out fly- 
ers. We got so many replies we had 
to turn some away!" Peter of Cuper- 



tino, California, remembers. 

That was three years ago. Today. 
Peter is still giving computer les- 
sons. And he doesn't search for pu- 
pils — they search for him! "It might 
start off slow." says Peter, "but by 
word of mouth your name will get 
around." 

This past summer, Peter gave les- 
sons to 10 students every Tuesday 
and Thursday in his Apple-equipped 
computer room. He charged $6 an 
hour for a private lesson and $4.50 
for a semiprivate lesson (two people). 

4 Sell your designs. Win n Chris Ma- 
gid, 15, couldn't afford a light pen 
for his Atari, he decided to build 
one. It took a lot of research, and 
long hours at the local Dallas, Texas. 
Radio Shack, to make a prototype. 
Then he borrowed some money from 
his dad to pay for the parts, manu- 
factured a bunch, and sold them at 
his local Atari users group for about 
S20 each. Even though the packag- 
ing was crude (he sold the pens in 
shoe boxes with a handlettered logo 
on them), he sold more than $1,500 
worth! 

5 Sell your typing skills. My teach- 
ers agree that a good-looking report 
will receive a better grade than a 
messy one," Matthew Krevat. 17. of 
Brooklyn, New York, says. So he 
types up reports on his TRS-80 
CoCo with Telewriter 64. a word- 
processor, for students who don't 
know how to type. 

Matthew charges $2 per page of 
writing that needs to be typed. "This 
has gained me money for a few dates 
so it may also work for your read- 
ers." he says. "I give girls discounts 
and ask them to make up the differ- 
ence by dating me." 
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Computer-Sawy Meredith 
Becomes Radio Reviewer Celeb! 



Computer know-how has made 10- 
year-old Meredith Jones Frummer a 
radio celebrity in New York City! 
Meredith, who'll be in sixth grade at 
Fieldston School in New York this 
fall, is a regular on WNYC-AM's 
"Small Things Considered" radio 
show. The radio program airs every 
Monday through Saturday, from 5 
p.m. to 8 p.m. ET. 

Meredith's job is to review soft- 
ware on a "Small Things Consid- 
ered" segment called "Sam's Com- 
puter School." which airs every 
Tuesday from 5 p.m. to 6 p.m. 
Thomas Trocco hosts the show 
along with a talking Commodore 64 
called "Sam." The computer was 
named after the SAM voice synthe- 
sizer, which enables it to "talk." 

Meredith's four reviews per week 
are honest and unbiased. She gives 
a general overview of each program 
and then tells her audience what she 
really thinks of it. "I review all types 
of programs, but especially stuff for 
kids," says Meredith. She notes this 
is a change from usual software re- 
views done by adults who might not 
know exactly what a younger person 
is looking for in a program. 

Not all of Meredith's reviews are 
positive. "If I don't think a program 
is that good, I'll say so," Meredith 
points out. She takes her reviewing 
responsibilities very seriously, and 
also has exposed a number of bugs 
in programs on the market. 

Meredith certainly has the qualifi- 
cations to be a software reviewer. 
She's been computing for four 
years — first on a VIC-20 and now on 
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a Commodore 64. "I began playing 
games and word-processing my 
homework using Paper Clip. Then I 
got interested in programming/' she 
explains. She's taken BASIC and 
Logo programming classes at an 
area college and has studied com- 
puter science at camp. 

Besides working for WNYC, Mer- 
edith writes a software review col- 
umn in the New York Commodore 
Users' Group (NYCUG) newsletter; 
and has had programs published in 
Turtle News, the Young People's 
Logo Association newsletter, and the 
Midnight Software Gazette. She's 
also had tips on programming short- 
cuts published in RUN magazine. 

Meredith would like to destroy the 
myth that girls aren't as interested 
in computers and programming as 
boys are. Many girls do participate 
in the computer class at school, she 
says. "At Fieldston. my computer 
class is about 50-50 (girls and 
boys). A lot of my girlfriends have 
computers, and many of our callers 
on 'Small Things Considered' are 
girls, too." 

There's a good possibility that the 
"Small Things Considered" radio 
show will go national on the Ameri- 
can Public Network in September, so 
all of our readers can tune in. Tell 
'em k-power sent you! — suzette harvey 



Software Scoop! 

Love flight simulators? We've 
heard of a new one called Kennedy 
Approach from MicroPros? Software. 

This $34 simulation, available for 
C 64 computers, puts you in the air- 
traffic controller seat. Your job is to 
ensure the safety of hundreds of 
passengers! An added twist: You ac- 
tually hear your instructions and re- 
sponses from pilots as radio mes- 
sages are exchanged between ground 
control and jets. . . . New from Origin 
Systems, Inc. is Moebius I—The Orb of 
Celestial Harmony. This fantasy role- 
playing game for Apple (planned for 
C 64 and IBM) computers takes you 
on a trip through the four elemental 
planes of earth, water, air. and fire 
in search of the mysterious Orb. It's 
$59. . . . And attention Lord British 
fans!! Are you ready for Ultima IV— 
Quest of the Avatar 1 Ultima IV— 
coming out for Apple (including 
Macintosh), IEJM. and C 64 comput- 
ers — is 16 times larger than any pre- 
vious Ultima version. It occupies 
both sides of two disks! To find out 
more about Ultima IV, check out k- 
power next month! Our July edition 
will feature an exclusive interview 
with Ultima's fantastic creator: Lord 
British! Be there! 




Kennedy Appro tch putt you in the air- 
traffic controllers scat! 



logon 

LETTERS 



MICROTONES RAVE! 

Your Hacksville Hoedown (April 
Microtones) is delightful! It's hard to 
believe such a short program could 
produce so complicated a song. 
Please get Barney and Jake together 
many more times. I'll be looking for- 
ward to future programs. 

The rhythm, the effect of a banjo 
being strummed. and a nicely designed 



screen all make up a program I'll run 
again and again. It must have taken 
a great deal of hard work to put it all 
together and you have my thanks 
and my compliments on a job well 
done. 
Encore! Encore! 

MARILYN HOWATH 

Macedonia, Ohio 



Dear Marilyn. 

We re delighted you were pleased 
with Joey Latimer's musical cre- 
ation. Look Jcr more short music 
programs — including a computer- 
ized version of a song written by 
Steve Miller Band members Kenny 
Lee Lewis and Gary Mallaber—in 
Juture editions qj k-power's Micro- 
tones. THE EDITORS 
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What is a RAM disk? 

DR. KURSOR: A RAM disk is like a 
superfast disk drive — one that 
works anywhere from two to 100 
times faster than the drive you 
have now. Its a drive that's com- 
pletely silent, almost never needs 
repair or adjustment, and costs 
about as much as a normal drive. 

What I'm talking about is a 
chunk of Random-Access Memory 
(RAM) working at the lightning 
speed of your computer's regular 
memory. Using a special "RAM- 
disk" program, you can trick your 
computer into thinking this piece 
of RAM is a disk drive. 

If your computer already has 
memory to spare, all you need is 
this special program to create a 
RAM disk. Otherwise, you'll have to 
buy more memory, too. 

Without a RAM disk, if you add 
more than 64K to Apples. Ataris, 
and other 8-bit computers, only 
software that's specially written to 
do complicated swapping of memo- 
ry blocks will use the extra K. And 
even many programs for 16-bit 
computers, which can handle more 
than 64K at once, don't take ad- 
vantage of humongous amounts of 
RAM. But all your programs (ex- 
cept for some copy-protected soft- 
ware) can benefit from a RAM disk. 

A program to convert part of 
RAM into a RAM disk is often in- 
cluded free when you buy a memo- 
ry expander for an 8-bit computer 
(and for the 128K PCjr as well). 

So what's the hitch? Well, a RAM 
disk forgets everything when you 
turn the power off, just like regular 
RAM, unless you've chosen a mem- 
ory expander with battery backup. 
So when you first power up. you 
have to move the programs or files 
you want to access quickly from a 



regular disk to your RAM disk — 
and save them back to a floppy be- 
fore you turn off the power. But in 
between, you've got the fastest 
drive on the block! 

A RAM disk isn't for everybody. If 
the programs you're using access 
the disk drive only occasionally, 
you'll spend as much time loading 
them into the RAM disk as youH 
save in drive access time. 

But if you're running a pro- 
gram — maybe a data-base manager 
or a compiler, or a Macintosh 
one — that keeps going to your disk, 
you'll be amazed at how much 
quicker it'll run. And if you have 
only one disk drive, a RAM disk 
will cut back on boring disk swap- 
ping when you copy a disk. 

What are tracks and sectors 
on a disk? 

DR. KURSOR: Though you can't see 
it, the surface of a formatted floppy 
disk is very organized. The data is 
divided into 35-80 rings, called 
"tracks." one inside another [see 
diagrams). The drive's read-write 
head moves in and out to reach 
each one. 

Each track is divided into blocks 
called "sectors." DOS keeps track of 
where information is on a disk by 
remembering what sector it's in. A 
sector's the minimum amount that 
can be read or written at one time. 

Usually, sectors get bigger the 
nearer you get to the outer edge of 



the disk (see top diagram), even 
though they don't contain any 
more data. A few drives, like the 
Commodore and Macintosh, divide 
the bigger tracks into more sectors 
[see bottom diagram) and cram more 
info into the larger, outer tracks. 
This requires some fancy electron- 
ics, but gets more K onto a disk. 
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TRICKS, AND HINTS 



TIPS, 



CONAN 

Datasoft. Arcade adventure. Your 
mission: To seek out and destroy the 
evil Volta, Conan's arch-enemy. 
(Hints and game for Apple.) 

<W On level 3. wait on the ladder, 
just high up enough to avoid the 
ants, until the teleporter shows up. 




Throw your sword from hero to slay the 
dragon. 



Be sure there are no ants anywhere 
on the screen, and run for the por- 
tal. Once on the top level, be sure to 
touch the bird. 

(W On level 4. hide on the upper 
ladder, as close to the top as possi- 
ble, until a gem or sword appears. 
This spot gives you easy access to all 
platforms. 

<W Also on level 4, be sure to get 
an extra gem before you leave. It is 
very hard to get one on level 5. 

<9»»» On level 5, jump onto the first 
step and get as close to the wall as 
you can. This puts you below the 
dragons' fireballs but lets you kill an 
oncoming dragon if you throw your 
sword when the dragon is slightly 
past the lamp. 

Afmm On level 6, go down the clos- 
est ladder and kill the eyes from be- 
hind the torch; the sparks can't get 
you there. 




Stand here and you can hit the eye without 
beins killed. 



Am* On level 7, stand on the cata- 
pult for a while. This will give you 
enough strength to turn a star back 
into a gem. 

(W On any level, have patience. A 
good barbarian always thinks before 
he acts.— Mitc hell wells. 13, San 
Gabriel, California; mike fisher, 16, 
Si. Paul, Minnesota; special Ks 



PASTFINDER 



Activision. Arcade/skill. Your mis- 
sion: To collect artifacts on a radia- 
tion-filled planet and deliver them to 
your bases, which are scattered 
around the board. (Hints and game 
for Atari. Commodore.) 

Hold down the fire button if 
continuous fire doesn't bother you. 

Afmm Always use a scrambler and 
beam shield (if you have them) on 
squares with black boxes. 

Heavy metal should always be 

in use. 

Aan» Don't get overly distracted by 
shooting the objects in your way. 
They're just not worth risking death 
for. 

Anw» When your radiation level 
starts getting high, don't waste time 
collecting artifacts. Head for the 
nearest diamond as fast as you can. 

<%mm If the free lives are out of your 
way, i.e. below you or through a 
zone of high radiation, you're better 
off forgetting them. You'd probably 
lose a lot more than you'd gain by 
pursuing them. 



After getting to the top of a 
set of screens, take down any scram- 
bler or beam shield you have. When 
you get back to the lower levels you 
won't encounter too many enemy 
ships. 

cW When traveling without pro- 
tection on "black box" screens, try to 
stay to one side of the screen. This 
will give you the most time to react 
against enemy ships. 

The best way to avoid enemy 
ships and their shots is to jump over 
them. — SPECIAL Ks 



STARCROSS 




Roam across an alien landscape in search 
of artifacts. 



Infocom. Text adventure. Your mis- 
sion: To explore an ancient alien ar- 
tifact you discover while traveling 
through space. (Hints and game for 
Apple. Atari. Commodore 64. IBM. 
TI-99/4A. TRS-80.) 

Atmm Look into the barrel of the 
raygun. You'll find something useful. 

<9*"» Although the tape library may 
seem useless in the beginning, make 
sure you bring it with you. 

(kp Try hitting the rat/ant m 
with something heavy. 

A*m* Make Mire you're using th< 
sor fragment when you look into the 
projector. 

4m» Get the mouse to take all your 
items except one disk, then stand on 
your remaining one. 

The raygun is not used for 

killing. 

Afmm Place ?J1 your rods into the 
basket. — adam northrup, 14, Dans- 
ville. New York; brian poff. 1 7, Pitts- 
burgh, Pennsylvania; Jeffrey pank- 
ratz, 13, Holcomb, New York 
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MR. ROBOT AND 
HIS ROBOT FACTORY 

Datamost. Arcade/construction set. 
Your mission: To trundle around a 
multileveled factory, consuming 
power pellets, and avoiding alien fire 
and other assorted obstacles. Game- 
maker option lets you build your 
own screens. (Screen created for the 
Apple.) 

frn Gol the Mr. Robot blues? 
That's when you've become a master 
at Datamost's Mr. Robot and His Ro- 




Copy this level as shown for an exciting 
challenge! 



bot Factory, have solved every level, 
but want more. Well, get out your 
save disk and joystick, because we've 
got a level that will knock your socks 
off. Carefully copy the picture into 
your computer (we've put a grid over 
the picture to help you put the 
pieces in the right places), save it. 
and play away. Be sure to copy the 
picture exactly as it appears here, or 
you may find it impossible to solve. 
You may find the keyboard controls 
(A. Z, left/right arrows) easier to use 
since they're more precise. — special Ks 



ENCOUNTER 

Synapse. Strategy/arcade. Your 
mission: To destroy all enemies on 
each of eight levels through the use 
of strategy, concentration, skill, and 
your trusty blaster. (Hints and game 
for Atari, Commodore 64.) 

When fighting saucers, re- 
member to use barriers to deflect 
your opponents' shots. For example, 
when you're fighting a time-bomb 
saucer, and it explodes, the only 



thing to do is hide behind the near- 
est barrier and wait for the shots to 

go by. 

(W When lighting saucers, keep 
moving forward. This prevents them 
from sneaking up from behind. 
When fighting drones, keep moving 
backward to maximize your firing 
time. 

Amm If you want to i*o through the 
levels quicker, keep restarting the 
game until there are only 10 ene- 
mies in a sector. 



Amm The best way to shoot oppo- 
nents you can't see is to align their 
radar signals with the top cross hair 
and blast away. 

When traversing between lev- 
els, move only when an obstacle ap- 
pears in your target sighting. 

<%tmm To avoid shots headed for 
you, back off— moving either left or 
right depending on where the 
shots are coming from. — special Ks 



HINT HOTLINE 



WIZARDRY, Sir-tech (Apple, IBM). 
Fantasy/rolc-playing adventure. Your 
mission: To organize a hearty band 
of adventurers and set off to slay the 
evil arch-mage, Werdna. 

<£hv» Always take magic items from 
your fallen adventurers before taking 
them to the temple. This way, you 
won't lose them should the gang at 
the temple fail. 

A»p» (Apple only) There are other 
beneficial things to 'T'dentify be- 
sides item No. 9. 'T'dentifying "S" 
will give the character below the 
bishop 100.000.000 experience 
points, and "J" will give the charac- 
ter below' the bishop 100,000,000 
gold pieces. However, don't try "M", 
"H", M + ", "." as these cause adverse 
effects.— r.r. prokopp. 20, Dearborn, 
Michigan; special Ks 

MINER 2049er, Rcston Software 
(C 64, VIC-20). Arcade/skill. Your 
mission: Claim all the mine sections 
while avoiding radioactive mutants. 

<^mm On any board, hold down the 
joystick button for a few seconds, 
and you'll advance to the next board. 



While you won't receive any points, 
you will be able to skip any level. 
— louis morris, Jackson, New Jersey 

DUNGEONS OF DAGGORATH, 

Tandy/Radio Shack (CoCo). Graphic 
adventure. Your mission: To pene- 
trate the multiple levels of the dun- 
geon and destroy the wizard who 
controls it. 

Hold on to all useless items 
(e.g. dead torches, empty flasks) 
and stay in one cell of the dungeon 
with the items "D'ropped in front of 
you. You can rest here, and if a 
monster attacks, he'll have to collect 
all of the items before attacking. 
While he's doing this, you can attack 
him.— aristotle vinuya. 13, Livonia, 
Michigan 

ULTIMA III, Origin Systems (Apple, 
Atari, C 64, IBM). Fantasy/role-play- 
ing. Your mission: To gain power 
and experience in the hopes of de- 
stroying the evil Exodus. 

After your characters are off. 
start killing monsters so that their 



treasure chests form a wall around 
the castles and towns. This will give 
you some safe places to rest and re- 
cuperate; monsters can't cross trea- 
sure chests. — DAN PALERMO, 16, Ball- 
win, Missouri 

DEATH IN THE CARIBBEAN, Mi 

cro Fun (Apple. C 64). Graphic ad- 
venture. Your mission: To get 
through the perils of a dangerous is- 
land and find the buried treasure. 

Some of the puzzles are there 
to distract you from your goal. 

Pay careful attention to the 
key of the music in the church. — 
bryan Steele, J 1 , Mapleton, iilinois 

We're looking for a few good hints! 
Help k-power readers be all that they 
can be by sending us hints for your 
favorite games. We have all the Zork 
and Pac-Man hints we can handle, 
but well be glad to publish and pay 
$10 for hints we've not heard of. 
Send them to Hint Hotline. cJo k- 
power. 730 Broadway, New York. NY 
10003. (Note: the computer systems 
listed in brackets indicate the com- 
puter versions the hints work for.) 



JUNE 1985 69 




MUSIC PROGRAMS 



BY JOEY 



TIMER 




Tuning a guitar can be a 
frustrating experience. Pro- 
fessional guitarists often 
have the luxury of using 
expensive tuning devices 
with meters that show 
whether each individual 
string should be tightened 
or loosened. Most guitar- 
ists, however, are forced to 
use inexpensive products, such as tuning forks and 
pitch pipes, to get their guitars on pitch. 

Guitarists, don't fret. In Microtones this month, we've 
come to the rescue with an almost hands-free guitar tun- 
ing program for your computer. With this program, your 
computer will patiently play each note you select as long 
as you need to hear it, and will never run out of wind! All 
you have to do is press the space bar to select the string 
you want to tune, and press the "P" key to make the 
string sound. Pressing the "P" key again will turn off the 
sound. Soon you'll be calling your computer the Ultimate 
Pitch Pipe. 



Jt 



APPLET ULTIMATE PITCH PIPE 



10 DIM L(6,7),B(6), ST(6,6),N(6) 

20 FOR 1 = 0 TO 6:B(I) = 2 A I:NEXT I 

30 FOR 1=1 TO 6:F0R J = 1 TO 7 

40 READ L(I,J):NEXT J:NEXT I 

50 FOR I = 1 TO 6: FOR J = 1 TO 6 

60 READ ST(I,J):NEXT JrNEXT I 

70 FOR I = 1 TO 6: READ N(I):NEXT I 

80 FOR I = 768 TO 785:READ A:P0KE I,A:NEXT I 

90 H6R: HOME 

100 VTAB 21 : HTAB 3:PRINT "* THE ULTIMATE PITCH PIPE 

*" 

110 PRINT "PRESS <SPACE BAR> TO MOVE FROM NOTE TO" 
120 PRINT "NOTE, <P> TO TURN SOUND ON AND 0FF / OR" 
130 PRINT TAB(13);"<Q> TO QUIT."; 

140 HC0L0R= 5:HPL0T 201,35 TO 277,35 TO 277,83 TO 201, 
83 TO 201,35 

150 HC0L0R= 6:F0R Q = 2 TO 6:G0SUB 320:NEXT Q 

160 HC0L0R= 5:F0R I = 47 TO 197 STEP 30:HPLOT 1,38 TO 

I,80:NEXT I 

170 HC0L0R= 3: FOR I = 1 TO 6 



180 FOR J = 1 TO 7:V = L(I,J):F0R K = 6 TO 0 STEP -1 

190 IF V >= BOO THEN V = V-B(K):HPL0T 8-K,27+I*8+J 

200 NEXT K:NEXT JrNEXT I 

210 Q = 1:F = 0 

220 HC0L0R= 3:G0SUB 320 

230 K = PEEK<-16384)-128:IF K < 0 THEN 230 
240 K$ = CHR$(K):P0KE -16368,0 

250 IF K$ = "Q" OR K$ = CHR$(113) THEN TEXT: HOME : END 
260 IF K$ = "P" OR KS = CHR$(112) THEN F = NOT F:IF F 
THEN POKE 6,N(Q):CALL 768:G0T0 230 
270 IF K$ <> " " THEN 230 
280 HC0L0R= 6.-G0SUB 320 

290 Q = Q«H-6*(Q = 6):HC0L0R= 3:G0SUB 320 
300 IF F THEN POKE 6,N(Q):CALL 768 
310 GOTO 230 

320 X = 10:Y = 31+Q*8:HPL0T X,Y:F0R J = 1 TO 5 STEP 2 
330 X = X+ST(Q,J):HPL0T TO X,Y:Y = Y+ST(Q,J+1 ) :HPL0T T 
0 X,Y:NEXT J 

340 HPLOT TO X-10,Y:RETURN 

1000 DATA 63,32,32,60,32,32,63,12,18,33,33,63,33,33 
1010 DATA 60,34,33,33,33,34,60,30,33,32,32,39,34,28 
1020 DATA 62,33,33,62,33,33,62,63,32,32,60,32,32,63 
1030 DATA 204,-10,-10,-10,20,10,230,-18,-10,-10,20,10 
1040 DATA 256,-26,-10,-10,20,10,256,26,-10,10,20,-10 
1050 DATA 230,18,-10,10,20,-10,204,10,-10,10,20,-10 
1060 DATA 235,176,133,99,78,58,166,6,173,48,192,44,0 
1070 DATA 192,48,7,234,202,208,247,76,0,3,96 



COMMODORE 64/ ULTIMATE PITCH PIPE 

10 DIM H(6),L(6),S$(6),C0$(6) / P$(2) 

20 S=54272:U$=CHRS(145):D$=CHR$(17):L$=CHR$(157) 

30 SM$=CHR$(182)KHR$(181):BK$=CHRS(113)+CHRS<113) 

40 FOR I=S TO S+?4:P0KE I,0:NEXT I 

50 POKE S+5,96:P0KE S+6,96:P0KE S+24,15 

60 FOR 1=1 TO 6: READ H(I),L(I) :NEXT I 

70 FOR 1=1 TO 6: READ CO: C0$(I)=CHR$(C0) :NEXT I 

80 SP$=CHR$(160):FOR 1=2 TO 12 : SP$=SP$+CHR$(160) :NEXT 

I 

90 S$=CHR$(99):F0R 1=2 TO 25:S$=S$+CHR$(99-24*(I/5=INT 
(I/5))):NEXT I 

100 SS=S$+CHR$(123):F0R 1=1 TC 14 : S$=S$+CHR$(99) : NEXT 
I 

110 P$(1)=SM$+U$+L$+LS+BKS:P$(2)=SM$+D$+L$+LS+BK$ 

120 FOR 1=1 TO 3:P$(1)=CHR$(9S)+U$+L$+P$(1> 

130 P$(2)=CHR$(98)+D$+L$+P$(2):NEXT I 

140 FOR 1=1 TO 6: READ T$,L,R 

150 S$(I)=TS+LEFT$(SS,L)+CHR$(107+2*(I>3)) 

160 S$(I)=S$(I)+CHRS(145+128*(I>3))*LS 

170 S$(I)=S$(I)+RIGHT$(P$(1-(I>3)),R):NEXT I 

180 POKE 53280,0:POKE 53281,0 

190 PRINT CHR$(147);TAB(3);CHF:$(5);"* THE ULTIMATE 

PITCH PIPE *" 

200 PRINT CHR$(28):P0KE 214,5 : PRINT: FOR 1=1 TO 8 
210 PRINT TAB(27);CHR$(28);CHR$(18);SP$:NEXT I 
220 PRINT CHR$(5):F0R 1=7 TO 11:P0KE 214,I:PRINT 
230 PRINT S$(I-5):NEXT I 
240 POKE 214,18:PRINT 

250 PRINT CHR$(5);TAB(4);"PRESS <SPACE BAR> TO MOVE FR 
OM" 

260 PRINT " STRING TO STRING,. <P> TO TURN SOUND" 
270 PRINT TAB(6);"0N AND OFF, OR <Q> TO QUIT." 
280 P=6:F=0 

290 POKE 214,P:PRINT:PRINT C0$(1);S$(1) 
300 GET K$:IF K$="" THEN 300 
310 IF K$<>"Q" THEN 330 
320 SYS 770:END 

330 IF K$="P" THEN F=N0T F:G0SUB 1000:GOTO 300 
340 IF K$<>" " THEN 300 
350 POKE 214,P:PRINT 

360 PRINT CHR$(5);S$(P-5):P=P-1+6*(P=11) 
370 POKE 214,P:PRINT 

380 PRINT CO$(P-5);S$(P-5):IF F THEN GOSUB 1000 
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390 GOTO 300 

1000 POKE $+4,-33*F:POKE S,-L(P-5)*F 

1010 POKE S+1,-H(P-5)*F:RETURN 

2000 DATA 5,71,7,12,9,104,12,143,15,210,21,31 

3000 DATA 30,31,156,158,159,28 

4000 DATA E,27,10,A,31,13,D,35,16 

4010 DATA G,35,16,B,31,13,E,27,10 




IBM PC W/COLOR GRAPHICS ADAPTER & IBM 

PCjr/ULTIMATE PITCH PIPE 

10 KEY OFF :WIDTH 40: SCREEN 0,1 

20 DIM $TS(6),P$(2),N(6) 

30 U$=CHR$(30):D$=CHRS(31):LS=CHR$(29) 

40 SM$=CHR$(222)+CHR$(221):BKS=STRINGS(2,219) 

50 FOR 1=1 TO 6: READ N(I):NEXT I 

60 S$=CHR$(205):FOR 1=2 TO 25 

70 S$=S$+CHRS(205-(I/5=INT(I/5))*11):NEXT I 

80 SS=S$+CHRS(216)+STRING$(14,205) 

90 P$(1)=SM$+U$+L$+L$+BK$:P$(2)=SM$+D$+L$+L$+BK$ 

100 FOR 1=1 TO 3:P$(1)=CHR$(186)+U$+L$+P$(1) 

110 P$(2)=CHR$(186)+D$+L$+P$(2):NEXT I 

120 FOR 1=1 TO 6: READ T$,L,R 

130 ST$(I)=T$+LEFT$(S$,L)+CHR$(188+(I>3))+CHR$(30-(I>3 
)) 

140 ST$(I)=ST$(I)+L$+RIGHT$(P$(1-(I>3)),R) 

150 NEXT I 

160 CLS:COLOR 13 

170 PRINT TAB(3);"* THE ULTIMATE PITCH PIPE * M 

180 COLOR 6: FOR 1=5 TO 12 

190 LOCATE I,27:PRINT STRING$( 12,219) : NEXT I 

200 COLOR 15: FOR 1=7 TO 11 

210 LOCATE I,1:PRINT ST$(I-5) :NEXT I 

220 COLOR 14:L0CATE 18,4 

230 PRINT "PRESS <SPACE BAR> TO MOVE FROM" 

240 PRINT TAB(2);"STRING TO STRING, <P> TO TURN SOUND" 

250 PRINT TAB(6);"0N AND OFF, OR <Q> TO QUIT." 

260 P=6:F=0 

270 COLOR P+3:LOCATE P,1,0:PRINT STSCP-5) 
280 K$=INKEY$:IF K$="" THEN 280 

290 IF K$="Q" OR K$="q" THEN COLOR 7:CLS:S0UND 32767,0 
. :END 

300 IF K$="P" OR K$="p" THEN F=NOT F: SOUND N(P-5),-F*6 

5535!: GOTO 280 

310 IF K$<>" " THEN 280 

320 COLOR 15:LOCATE P,1:PRINT ST$(P-5 ) : P=(P+1 ) MOD 6+6 

330 COLOR P+3:LOCATE P,1:PRINT ST$(P-5) 

340 IF F THEN SOUND 32767,0: SOUND NCP-5) ,65535 ! 

350 GOTO 280 

1000 DATA 164.81,220,293.66,392,493.88,659.26 
2000 DATA E,27,10,A,31, 13,0,35,16 
2010 DATA G,35,16,B,31,13,E,27,10 



ji 



T\-99/4AJ ULTIMATE PITCH PIPE 



10 DIM N(6) 

20 CALL CHARO 52,"FFFFFFFFFFFFFFFF") 
30 FOR 1=0 TO 4 
40 READ AS 

50 FOR J=104 TO 144 STEP 8 

60 IF (K>2) + (J<128XTHEN 80 

70 A$="000000F8F81 81818" 

80 CALL CHAR(I+J,A$) 

90 NEXT J 

100 NEXT I 

110 FOR 1=1 TO 6 

120 CALL COLORCl+9,2,1) 

130 READ N(I) 



190 PRINT 
200 PRINT 
210 PRINT 
220 PRINT 



140 NEXT I 

150 CALL C0L0R(16,7,1) 

160 CALL CLEAR 

170 CALL SCREEN<16) 

180 PRINT "*-THE ULTIMATE PITCH PIPE-*": : : : : 
"E":"A":"D":"G n :"B":"E": :::::: 
" PRESS <SPACE BAR> TO MOVE" 
" FROM STRING TO STRING," 
" <P> TO TURN SOUND ON AND" 
230 PRINT TAB(5);"OFF, OR <Q> TO QUIT." 
240 FOR 1=4 TO 16 STEP 4 
250 FOR K=104 TO 144 STEP 8 
260 CALL HtHAR((K-104)/8+8,I,K,3) 
270 CALL HCHAR((K-104)/8+8,I+3,K+1) 
280 NEXT K 
290 NEXT I 
300 FOR 1=7 TO 14 
310 CALL HCHARC 1,20,1 52,8) 
320 NEXT I 
330 FOR 1=0 TO 5 
340 READ L,R 

350 CALL HCHARCI+8, 20, 105+1*8) 
360 CALL HCHAR(I+8,21,104+I*8,L) 
370 CALL HCHARC 1+8,21 +L, 106+1*8) 

380 CALL VCHAR(I+8+(R-1)*(R>0)-(R<0),21+L,107+I*8,ABS( 
R)-1) 

390 CALL HCHAR(I+8-R,21+L, 108+1*8) 
400 NEXT I 
410 P=10 
420 F=1 

430 CALL C0L0R(P,3,1) 

440 CALL KEY(3,K,S) 

450 IF S=-1 THEN 440 

460 CALL SOUND(-4250,N(P-9),30*F) 

470 IF (K<>113)*(K081)THEN 490 

480 END 

490 IF (KO112)*(K<>80)THEN 520 

500 F=-(F-1) 

510 GOTO 440 

520 IF K<>32 THEN 440 

530 CALL C0L0R(P,2,1) 

540 P=P+1+6*(P=15) 

550 CALL COLOR(P,(P-10)*2+4,1) 

560 GOTO 440 

1000 DATA 000000FFFF000000 

1010 DATA 181818FFFF181818 

1020 DATA 181818F8F8000000 

1030 DATA 1818181818181818 

1040 DATA FFFFFFFFFFFFFFFF 

2000 DATA 165,220,294,392,494,659 

3000 DATA 1,3,3,4,5,5,5,-5,3,-4,1,-3 



MICRONOTES 



More music news. Another professional composer 
has come up with a way to use a C 64 in his work. 
Ron Grant, who works on soundtracks for CBS's "Knots 
Landing." uses his C 64 much like a musical spread- 
sheet to create scores and figure out tempos for differ- 
ent parts of the show. Ron's brother Richard helped 
him out by developing Auricle— a program he describes 
as "the ear of the computer.'' Auricle, which under- 
stands English commands, includes all the mathemat- 
ical variations of a "click-track book" (a listing of com- 
plicated figures for working on film soundtracks), 
reconciles "musical" time with "real" or "film" time, 
and manipulates tempos. Ron and Richard sold their 
first Auricle program to Lance Rubin, who used it to 
score a show of "Dallas." saving himself a day of work 
in the process. Auricle is available for $595. 

—LINDA WILLIAMS 
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COMPUCOPIA 

SHORT-SHORT PROGRAMS 



APPLE/ SHORT HELIX 

10 DIN C(32,2),H(7,2) 
20 P = 0:Q = 0:F = 0 

30 FOR I = 0 TO 32:0(1,0) = SIN(I*0.195)*20 

40 0(1,1) = COS(I*0.195)*20:NEXT I 

50 H<0,0) = 140:H(0,1) = 90 

60 CX = INT(RN0(1)*7)+4:CY = INT(RND(1 )*7)+4 

70 HGR2 

80 HC0L0R= 3 

90 HPLOT H(P,0)+C(Q,0>,H(P,1>+CCQ,1) TO H(P,0)-C(Q,0), 
H(P,1)-C(Q,1) 

100 H(P,2) = Q:Q = Q+1:IF Q = 33 THEN Q = 0 
110 Z = P:P = P+1:IF P = 8 THEN P = 0:F = 1 
120 IF NOT F THEN 150 
130 HC0L0R= 0 

140 HPLOT H(P,0)+C(H(P,2),0),H(P,1)+C(H(P,2),1) TO H(P 

,0)-C(H(P,2),0),H(P,1)-C(H(P,2),1) 

150 H(P,0) = H(Z,0)+CX:H(P,1) = H(Z,1)+CY 

160 IF H(P,0) > 20 AND H(P,0) < 259 THEN 180 

170 H(P,0) = H(Z,0)-CX:CX = -SGN(CX)*(INT(RND (1 )*7)+4) 

180 IF H(P,1) > 20 AND HCP,1) < 171 THEN 80 

190 H(P,1) = H(Z,1)-CY:CY = -S6N(CY)*(INT(RND (1 )*7)+4) 

200 GOTO 80 

ATARI 800 & 800X1/ SHORT HELIX 

10 DIH C(32,2),H(7,2) 
20 P=0:Q=0:F=0 

30 FOR 1=0 TO 32:C(I,0)=SIN(I*0.195)*20 

40 C(I,1)=COS(I*0.195)*20:NEXT I 

50 H(0,0)=140:H(0,1)=90 

60 CX=INT(RND(0)*7)+4:CY=INT(RND(0)*7)+4 

70 GRAPHICS 8+16 

80 COLOR 1:PL0T H(P,0)+C(Q,0),H(P,1)+C(Q,1) 
90 DRAWTO H(P,0)-C(Q,0),H(P,1)-C(Q,1) 



100 H(P,2)=Q:Q=*M:IF Q=33 THEN <i=0 
110 Z=P:P=P+1:IF P=8 THEN P=0:F=! 
120 IF NOT F THEN 150 

130 COLOR 0:PLOT H(P,0)+C(H(P,2) ,0),H(P,1HC(H(P,2>,1) 

140 DRAWTO H(P,0W(H<P,2),0),H(P,1)-C(H<P,2),1) 

150 H(P,0)=H(Z,0)+CX:H(P,1)=H(Z,I)+CY 

160 IF H(P,0)>20 AND H(P,0)<299 THEN 180 

170 H(P,0)=H(Z / 0)-CX:CX=-SGN(CX) 1 v(INT(RND(0)*7)+4) 

180 IF H(P,1)>20 AND H(P,1)<169 THEN 80 

190 H(P / 1)=H(Z,1)-CY:CY=-SGN(CY) KINT(RND(0)*7)+4) 

200 GOTO 80 

IBM PC W/COLOR GRAPHICS ADAPTER 
& IBM PCjr/ SHORT HELIX 

10 SCREEN 1,0:CLS:KEY OFF 
20 DIM C(32,2),H(7,2) 
30 P=0:Q=0:F=0 

40 FOR 1=0 TO 32:C(I,0)=SIN(I*.195)*20 

50 C(I,1)=COS(I*.195)*20:NEXT I 

60 H(0,0)=140:H(0,1)=90 

70 CX=INT(RND*7)+4:CY=INT(RND*7)H 

80 LINE (H(P,0)+C(Q / 0) / H(P,1)+C«i,1))-(H(P / 0)-C(Q,0) / H 

(P,1)-C(Q,1)) / INT(RND*3)+1 

90 H(P,2)=Q:Q=(Q+1) HOD 33 

100 Z=P:P=(P+1) HOD 8:IF P=0 THEN F=-1 

110 IF NOT F THEN 130 

120 LINE (H(P,0)+C(H(P / 2) / 0) / H(P,,1)+C(H(P,2) / 1))-(H(P / 

0)-C(H(P,2),0),H(P,1)-C(H(P,2),1>),0 

130 H(P,0)=H(Z,0)+CX:HCP,1)=H(Z,I)+CY 

140 IF H(P,0)>20 AND H(P,0)<299 THEN 160 

150 H(P,0)=H(Z,0)-CX:CX=-S6N(CX)*(INT(RND*7)+4) 

160 IF H(P,1)>20 AND H(P,1)<179 THEN 80 

170 H(P,1)=H(Z,1)-CY:CY=-SGN(CY)*(INT(RND*7)+4) 

180 GOTO 80 



CAN HACKERS BE POETS? 1 CONTEST 



Can hackers be poets? 
Can hi-tech mix with art? 
Please help us find out. 
By doing your part. 

For your poem to win would be 
great. 

Be it pure luck, great skill, or just 
fate. 

But you can't hope to win, 
'Lest your computer poetry's in, 
Ere the contest's expiration date 
(June 28). 

If your poem's a winner. 
Besides getting fame. 
You'll receive some free software, 
And accomplish our aim. 

Can hackers be poets? 
Can hi-tech mix with art? 
To find out send your entry, 
To k-power, not K Mart. 



Send to: "Can Hackers Be Poets?" 
Contest, c/o k-power, 730 Broadway, 
New York, NY 10003. 




My computer-theme poem:. 



My name_ 
Address— 
City 



Age. 



State 



Zip 



Telephone Number L 
Computer(s) I use 



Male. 



Female 
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WHAT'S IN STORE 
SOFTWARE GUIDE 

QUICK TAKES ON SOFTWARE- 
NEW AND NOTEWORTHY 



Welcome to FAMILY COMPUTING'S Software Guide, the most comprehensive listing available 
of two dozen of the newest, most noteworthy, and/or best programs on the market. Our re- 
viewers include families from all over the country who have judged the software according 
to the following criteria: long-term benefits and applications, adaptability, and advan- 
tages of using a computer for a given task. Programs have been evaluated and rated for 
their performance in each of the categories listed below. More detailed reviews follow the 
chart. 

Here's a rundown of the rating categories and what they mean: O = Overall perfor- 
mance, given the limitations and capacities of the particular computer for which the soft- 
ware is intended. D = Documentation, or the instructions and literature that accompany a 
program. EH = Error-handling, the software's capacity to accommodate errors made by 
the user — an especially important consideration with software for younger users. PS = 
Play system, in the games reviews, the quality of the game design and the game's play- 
ability. GQ = Graphics quality, also evaluated in light of each particular brand's graphics 
capabilities. EU = Ease of use after the initial learning period, which varies from comput- 
er to computer. Y = Value for money, or how the software measures up to its price. 



HOME BUSINESS/HOME MANAGEMENT 



Title 

Manufacturer 
Price 


Brief 

description 


Hardware/ 
Equipment 
required 


Backup 
policy 


O 


I 
D 


rati 
EH 


ng. 
GQ 


5 

EU 


V 


KID PRO QUO 

Softsync, Inc. 

162 Madison Ave. 

New York. NY 10016 

(212) 685-2080 

$49 (IBM): $29 (C 64) 

©1984 


Write stories and short papers, 
illustrate them and even add a 
simple soundtrack with this 
word processor for kids. Use 
inhibited by lack of on-screen 
helps, sketchy documentation, 
and some program errors. 

— BUMGARNER 


Reviewed on IBM PC/ 
PCjr, 128K (d.). Also for 
C 64 (d.). Planned for 
Apple II series. 


90-day 
warranty 
(includes user- 
damaged): $5 
fee thereafter. 


★ 
★ 


★ 


★ 


* 
* 
* 


D 


★ 
★ 


MASTERTYPE'S WRITING 
WIZARD 

The Scarborough System 
55 S. Broadway 
Tarry town. NY 10591 
(914) 332-4545 
$79 (Apple. IBM): 
$49 (C 64) ©1985 


Write and edit term papers, 
letters, newsletters, and more 
with versatile word processor 
that includes special features, 
including an extra screen for 
notes and a built-in filing 
capability. f — bumgarner 


Reviewed on Apple Ile/IIc. 
128K (d.). Also for C 64 
(d.): IBM PC/PCjr. 128K 
(d.). 


30-day 
warranty 
(includes user- 
damaged): $5 
fee thereafter. 


* 
★ 
★ 


★ 
★ 
★ 


★ 
★ 
* 


★ 
★ 
★ 
★ 


A 


★ 
★ 
★ 


THE MANAGER 
Commodore 
1200 Wilson Drive 
West Chester. PA 19380 
(215) 431-9100 
$49 ©1983 


Powerful filing program with 
extensive mathematical 
capabilities suitable for complex 
home-filing tasks and small- 
business uses. Once learned, it's 
easy to use.* — amato 


C 64 (d.). 


90-day 
warranty. 


* 
★ 
★ 


★ 


★ 
★ 


N/A 


E 


★ 
★ 
★ 


THE WRITE FILE 
Tri Micro 

14072 Stratton Way 
Santa Ana. CA 92705 
(714) 832-6707 
$29 ©1984 


Limited file system and word 
processor best suited for simple 
home tasks, such as form 
letters, short papers, mailing 
lists, club membership. 

— ZARDETTO AKER 


C 64 (d.). Planned for 
Atari. 


90-day 
warranty. 


★ 
★ 
★ 


★ 
★ 


★ 
★ 
★ 


N/A 


A 


★ 
★ 



RATINGS KEY O Overall performance: D Documentation; EH Error-handling: GQ Graphics quality: EU Ease of use: V Value for money: ★ Poor: Average: Good: 
★ ★★★ Excellent: N/A Not applicable: E Easy: A Average: D Difficult: f Longer review follows chart 
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EDUCATION/FUN LEARNING 


Title 




n vi rvi w vi ■ c 














Manufacturer 


Brief 


Elf Uip m tni 


Backup 




Ratings 




Price 


description 


required 


provided 


v> 


D 


EH 


GQ 


EU 


v 


ACTORS AND ACTIONS 


Use and animate this library of 


Apple II series. 64K (d.). 


90-day 






★ 


★ 


A 


★ 


Baudville 


characters in conjunction with 




warranty; $5 


★ 


ir 


★ 


ir 




ir 


1001 Medical Park Drive 


TAKE 1 . Cuts out some 




fee for backup. 






★ 


ir 






SE 


complicated steps and cuts down 










★ 


★ 






Grand Rapids, MI 49506 


on time it normally takes for 


















(616) 957-3036 


satisfying results. {See review of 


















$30 ©1984 


TAKE 1. below.) — frank 


















THE BODY TRANSPARENT 


Identify bones and parts of the 


Reviewed on Apple II 


90-day 


★ 


ir 


★ 


ir 


A 


★ 


DesignWare 


body, learn about functions of 


series, 48K. Planned for 


warranty: 


ir 


ir 


★ 


* 






185 Berry St. 


organs and diseases in straight- 


C 64 (a.), IBM rC/FCjr, 


satisfaction 


ir 


ir 


ir 








San Francisco, CA 94107 


forward anatomy program 


t>4r\ ia. j. 


rfi iiront^pH frtl" 

y UcUcul ilcu iui 




* 










(800) 572-7767 


suggested for kids 9—16. 




fire* *}0 rtflv*; 














<** A A /r>\ 1 HOC 

S44 ©1985 


tl/NBHIg 

MUKKlO 


















EASY GRAPH 


Introduction to pictographs. bar 


Apple II series. 64K (d.). 


90-day 


★ 


* 


* 


★ 


E 




Grolier Electronic 


graphs, and pie charts also 


Planned for C 64: IBM 


warranty: $10 


★ 




* 


★ 




★ 


Publishing 


serves as easy-to-use graphics 


rC/rCjr. 


fee for backup 




★ 


it 


* 






Sherman Turnpike 


utility for school papers and 




dl I 1 1 1 it Ui 














Danbury, CT 06816 


reports. For ages 8 + A — morris 




purchase. 














(800) 858-8858 




















$39 ©1984 




















LIBRARY ADVENTURE 


Up to six players wander 


Apple II series. 48K (d.). 


30-day 


★ 




★ 


★ 


E 


★ 


Learning Well 


through a library, searching for 




warranty; $20 


★ 


★ 


* 


★ 




★ 


200 S. Service Road 


rooms where they answer 




fee thereafter 




★ 










Roslyn Heights. NY 11577 


library-related questions 




for 1 year. 






★ 








(800) 645-6564 


(preprogrammed or ones you 


















$49 ©1984 


enter). Game keeps kids, ages 




















7—9. interested. — bumgarner 


















MATH MAN 


Scramble up and down ladders 


Reviewed on Apple II 


60-day 


★ 


★ 


ir 


★ 


A 


★ 


Scholastic Software 


collecting correct integers to 


series, 4ot\ la.j. riannea 


warranty: $5 




★ 


ir 


★ 






730 Broadway 


total special number in fun 


IOr IdM rL'rLjr. 


LiicrcdiLci . 






★ 


★ 






New York. NY 10003 


arcade game for ages 6—12. 


















(212) 505-3567 


— MORRIS 


















$39 ©1984 




















MONKEY ACADEMY 


Math students 8 and up find 


Coleco ADAM (data 


90-day 


★ 


★ 


★ 


★ 


E 


★ 


Coleco Industries 


missing numbers to complete 


cassette). 


warranty. 


ir 


★ 


★ 


★ 






999 Quaker Lane S. 


addition, subtraction. 








★ 




★ 






West Hartford. CT 061 10 


multiplication, and division 


















(203) 725-6660 


problems in lively arcade game. 


















$15 ©1984 


— DAVENPORT 


















POETRY EXPRESS 


Learn and write eight different 


Apple II series. 48K (d.). 


30-day 


★ 




★ 


N/A 


A 


★ 


Learning Well 


styles of poetry, from limericks 


Planned lor IbM FC/rLjr. 


warranty 


ir 


★ 


★ 






IT 


200 S. Service Road 


to haiku, in thorough tutorial/ 




i i t i / > 1 1 i r \ i ' c i icpr 
llllLlLltlCb UbCr- 




★ 


★ 








Roslyn Heights. NY 1 1577 


verse-processor for ages 7 + .t 




damaged); oiu 














(800) 645-6564 


— MORRIS 




fee thereafter or 














$39 ©1984 






IUI li»U KUJJ. 














REMEMBER! 


Electronic flashcard maker 


Reviewed on Apple II 


90-day 


★ 


★ 


★ 


★ 


A 


★ 


DesignWare 


provides strategy for memorizing 


series, 4oi\ la.j. /\iso ior 


warranty: 






* 








185 Berry St. 


facts for school. Visual, verbal. 


CA IA \. IDM DP/Dfir 

U o4 (a. J ; IdM rLwrA^/r 


satisfaction 


■A 


★ 


* 


★ 






San Francisco. CA 94107 


or auditory hints can be 


(PC requires color card). 


guaranteed for 




★ 


* 








(800) 572-7767 


included in powerful package for 


i OOI/ (A \ 

lzoK. (a. J. 


nrst ou aays. 














$79 ©1985 


ages 1 2 + . + — morris 


















SNOOPY'S READING 


Accompanied by the "Peanuts" 


Reviewed on Apple II 


90-day 


★ 


★ 


★ 


ir 


E 


★ 


MACHINE 


clan, beginning readers practice 


series. 48K (d.). Also for 


warranty; $5 


★ 


★ 


* 


★ 




ir 


Random House Software 


one-syllable words grouped in 


C 64 (d.). 


fee thereafter 




★ 


★ 


★ 




ir 


201 E. 50th St. 


five different word families. 




for 9 months. 


it 






★ 






New York, NY 10022 


Great graphics and fun music 


















(800) 241-6042 


motivate ages 4—7. — bumgarner 


















$29 ©1984 




















TAKE 1 


Create shapes and characters, or 


Apple II series. 64K (d.). 


90-day 


★ 


★ 


* 




D 


* 


Baudville 


use images from graphics 




warranty; $5 


★ 


★ 


★ 


* 




* 


1001 Medical Park Drive 


package and bring them to life 




fee for backup 


★ 


* 


★ 


★ 




* 


SE 


in difficult but rewarding 




or if user- 








ir 






Grand Rapids. MI 49506 


"cartoon-processor" package for 




damaged. 














(616) 957-3036 


ages 10 + . Younger users will 


















$59 ©1984 


need help; all will need 




















patience, t —frank 


















RATINGS KIT O Overall performance 


D Documentation: EH Error-handling CQ Graphics quality: IU Ease of use: V Value for money: ★ Poor: *★ Average: 


★ Good: 




★ ★★★ Excellent: N/A Not applicable: E Easy: A Average: D Difficult: f Longer review follows chart 
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GAMES REVIEWS BY JAMES DELSON 


Title 

Manufacturer 
Price 


Brief 

description 


Hardware/ 
Equipment 
required 


Backup 
policy 


O 


1 

D 


tat 
PS 


ing 

I 60 


s 

EU 


V 


THE ANCIENT ART OF 


Challenging multilevel war game 


IBM PC/PC/r. 128K (d.). 


Unlimited 


★ 


it 


it 




A 


★ 


WAR 

Broderbund 
17 Paul Drive 
San Rafael, CA 
94903-2101 
(415) 479-1170 
$44 ©1984 


lets you use built-in scenarios 
and opponents (Napoleon. 
Genghis Khan. Caesar, and 
more)." or create your own 
encounters. Best for beginners 
and pros taking a break; for ages 


Planned for Apple II 
series. Mac. 


warranty; $5 
fee if user- 
damaged. 


* 


★ 
★ 

it 


★ 


★ 
★ 




★ 
★ 


12 + . t 


















B.C. II: GROG S REVENGE 
Sierra Inc. 

r.\J. dOX 4oO 

Coarsegold. CA 93614 
(209) 683-6858 
$34 ©1984 


Steer Thor along mountain 
trails, through caverns, picking 
up clams, and avoiding Grog the 
dino and other perils. Wonderful 
graphics and easy play make 
this good for ages 8 + . 


Reviewed on C 64 (d.). 
Also for Coleco ADAM 
(data cassette) from 
Coleco. Joystick. 


90-day 
warranty; $5 
fee thereafter. 


★ 
★ 
★ 


★ 
★ 
it 


★ 
it 
★ 
★ 


★ 
★ 


E 


★ 
★ 
★ 


GALACTIC ADVENTURES 
Strategic Simulations 
883 Stierlin Rd., Bldg A- 

ZUU 

Mountain View. CA 94043 
(415) 964-1353 
$59 ©1982-1984 


Guide up to 10 different 
characters through a vast galaxy 
in exciting preprogrammed 
adventures or those you build 
yourself. Finest role-playing 
game ever. For ages 12 + . t 


Reviewed on Atari. 48K 
(d.). Also for Apple II se- 
ries. 48K (d.). 


30-day 

warranty; $10 
fee thereafter. 


★ 
★ 
★ 
★ 


★ 
* 
★ 
★ 


★ 
★ 

it 


★ 
★ 


A 


★ 
★ 
★ 
★ 


HITCHHIKER'S GUIDE 
TO THE GALAXY 
Infocom 
55 Wheeler St. 
Cambridge, MA 02138 
(617) 492-1031 
$39 (Apple. IBM. TI): 
$34 (Atari. C 64) ©1984 


In this funny text adventure 
based on best-selling book, you 
are the lone surviving earthling, 
fated to wander the galaxy in a 
quest for truth and meaning. 
Good for sci-fi and text- 
adventure fans, ages 14 + . It's 
tough, but "don't panic!" t 


Reviewed on Apple II 
series. 48K (d.). Also for 
Atari, 32K (d.); C 64 (d.); 
IBM PC/PC/r, 64K (d.); 
Mac; TI-99/4A. 32K (d.). 


90-day 
warranty; $5 
fee thereafter. 


* 
★ 
★ 
★ 


★ 


it 
it 
★ 
★ 


N/A 


D 


★ 
★ 
★ 


MASTER OF THE LAMPS 
Activision 

zooU tJaysnore r rontage Rd. 
Mountain View. CA 94043 
(415) 960-0410 
$29 ©1985 


Intriguing skill/arcade game puts 
you in the driver's seat on a 
flying carpet. After you've flown 
through a tunnel, you must 
match sounds and colors with a 
genie's offerings: for ages 8 + . 


C 64 (d.). Joystick. 


1-year 
warranty. 


★ 
* 
★ 


★ 
★ 


★ 
★ 
★ 


it 
★ 
★ 


A 


★ 
★ 
★ 


ON-COURT TENNIS 

Gamestar Inc. 

ioU2 btate bt. 

Santa Barbara, CA 93101 

(805) 963-3487 

$29 ©1984 


Superb tennis simulation lets 
you choose player styles and 
court surfaces, then use joystick 
to control angle, speed, and 
direction of shots. Good for long- 
lasting play. For ages 10 + . t 


C 64 (d.). Joystick. 


90-day 
warranty. 


★ 
it 
it 
★ 


★ 
★ 
★ 


* 

it 
★ 


★ 
★ 
★ 
★ 


A 


★ 
★ 
★ 

it 


PARIS IN DANGER 
Avalon Hill 
4517 Harford Road 
oaiiimore. mu zizi4 
(301) 254-5300 
$35 ©1983 


Opposing armies face off in 
simulation of Napoleon's 1814 
defense of France against 
Prussian/Austrian/Russian 
forces. Ages 12+ engage in 
both large-scale planning and 
close combat. 


Atari. 48K (d.). 


Unlimited 
warranty; $10 
fee if user- 
damaged, or for 
backup. 


it 
it 
★ 
★ 


★ 
* 
★ 
★ 


★ 
★ 
it 
★ 


* 
★ 


D 


★ 
★ 
it 
★ 


QUINK 

CBS Software 
1 Fawcett Place 
ureenwicn. C 1 Oboob 
(203) 622-2500 
$34 ©1985 


Choose from a variety of subject 
areas, set a skill level, and 
prepare yourself for an exciting 
thinking/knowledge game. 
Trivia-like game makes terrific 
use of the computer. For ages 
12 + . 


Reviewed on Apple II 
series. 48K (d.). Also for 
C 64 (d.): IBM PC/PC/r. 
128K (d.) 


90-day 
warranty; $5 
fee thereafter. 


★ 
★ 
★ 


★ 
★ 
★ 


★ 
★ 
★ 


★ 
★ 
★ 


A 


it 
★ 
★ 


SHORT CIRCUIT 
Micro Fun 

zbyy bKokie Valley Koad 
Highland Park, IL 60035 
(312) 433-7550 
$20 ©1985 


Zip through a dazzling array of 
circuit boards as you try to head 
off the destruction of the world. 
Exciting game requires limited 
strategy, methodical movement, 
and a quick wrist. For age 8 + . 


Apple II series. 48K (d.). 


30-day 
warranty; $5 
fee thereafter or 
if user-damged. 


★ 
★ 
★ 


★ 
★ 


★ 
★ 


it 
it 


A 


★ 
★ 
it 


WINGS OUT OF SHADOW 
Baen Enterprises 

Q \\7 QC O* 

O W. oo ot. 

New York. NY 10018 
(212) 947-8244 
$34 ©1984 


Command 10 ships in combat, 
defend flagship against boarding 
enemies. Several games in one 
simulate space adventure. 
Complex for beginners, but 
worth the effort. For ages 12 + . 


Apple II/II plus/lie. 48K 
IdJ. 


30-day 
warranty; $5 
fee thereafter. 
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RATINGS KIT O Overall performance: D Documentation: F» Play system: CQ Graphics qualtty: EU Ease of use: V Value for monev: ★ Poor: +1 
★ ★★★ Excellent: N7A Not applicable: E Easy: A Average: D Difficult: f Longer review follows chart 
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WHAT'S I N STORE 
SOFTWARE REVIEWS 



On the following pages, you'll find 
in-depth reviews of some of the pro- 
grams listed in the Software Guide. 
Refer back to the Guide on page 
73 for information such as backup 
policies and addresses of software 
manufacturers. 



HOME BUSINESS/HOME 
MANAGEMENT 



MasterType's Writing 
Wixard 

hardware requirements: Reviewed 
on Apple Ile/IIc, 128K. Also for C 64, 
IBM PC/PCjr. 

manufacturer: The Scarborough Sys- 
tem 

price: $79 (Apple, IBM); $49 (C 64) 

While it is accessible to the novice, 
this word-processing package also 
offers powerful features for more so- 
phisticated home uses. 

As soon as you load the program, 
a blank screen appears, and you're 
ready to begin writing. Use the ar- 
row keys to highlight the function 
you want to perform from among the 
extensive menu of options at screen- 
bottom. 

If you want to save what you 
wrote, you'll need a data disk, but if 
you forgot to format one ahead of 
time, the program allows you to do it 
without losing your file. 

This package has a number of im- 
pressive features: You can reorder 
paragraphs alphabetically and high- 
light text to be duplicated and re- 
sorted (for a bibliography) or rewrit- 
ten (for a better essay or paper). 
Some of the most powerful tools are 
features that let writers highlight 
words, phrases, or blocks of text — 
then move, copy, and duplicate them 
onto another "window" screen. Keep 
notes, references, addresses, and 
more in this space. Store an outline 
in one window and text in another. 

Writing Wizard is not bungle- 
proof, nor is it terribly simple to use, 
and the user manual is occasionally 
confusing. However, it contains 
more features than many family ori- 
ented word processors. For instance, 
it lets you assign frequently used 
words or sentences to a single key- 
stroke and provides instructions for 
converting text files created with 
other word processors. If your writ- 
ing needs extend beyond book re- 
ports and simple papers, it's worth 
considering. 

— MARLENE ANNE BUMGARNER 



The Manager 

HARDWARE REQUIREMENTS: C 64. 

manufacturer: Commodore Business 
Machines, Inc. 

PRICE: $49 

I've been searching for software to 
help keep track of my extensive 
stamp collection since I bought my 
C 64. Most of the programs I exam- 
ined were far too limited for my 
needs. The more capable ones were 
horribly expensive. The Manager is 
a powerful yet inexpensive package: I 
could use the money I saved to add 
more stamps to my collection. 

The Manager is much more than 
a simple index-card filing program. 
With features allowing you to add 
and perform calculations on the data 
you enter, it rivals some data-base 
software costing considerably more. 
Using The Manager, I can track a 
stamp's original cost vs. its current 
value. I can log it into my system 
noting all vital facts including the 
year and country of issue, the pur- 
chase date, condition, cost, and the 
amount of profit I may or may not 
have made. 

The package's few drawbacks in- 
clude a report function that is ex- 
tremely difficult to learn and use. 
Once mastered, however, this opera- 
tion is very powerful. It allows you to 
gather, sort, and print the informa- 
tion in nearly any way you choose. 
The program's documentation 
doesn't help much. It often confuses 
rather than explains, sometimes 
showing illustrations or examples of 
on-screen prompts that don't match 
what actually appears on the screen. 

The Manager has more capabili- 
ties than some families may need. 
It's a best bet, however, for house- 
holds with complex filing require- 
ments, tight software budgets, and 
patience. — francis amato 



EDUCATION/ 
FUN LEARNING 

Poetry Express 

HARDWARE REQUIREMENTS: Apple II 

series. Planned for IBM PC/PCjr. 
manufacturer: Learning Well 
PRICE: $39 

MANUFACTURER S SUGGESTED AGE: 

Grades 2-12 

Tanka, cinquain. Sijo, diamante — if 
these sound like exotic cities you'd 
like to visit someday, spend some 
time with Poetry Express first! 



They're actually styles of poetry, as 
are the more familiar haiku, limer- 
icks, and rhymes you'll learn about, 
write, and print with this package. 

You're first presented with a menu 
of the eight styles of poetry. Choose 
a style to learn about, see examples 
of it, and then write your own po- 
ems. The on-disk explanations are 
clear and full of examples. 

When you strike out on your own, 
Poetry Express is right there to help. 
The screen contains a summary of 
the key features of the poetry style 
you've selected, in case you've forgot- 
ten them. Word, phrase, and line 
prompts virtually guarantee that 
your poem will fit the style, in form 
at least. In fact. Poetry Express even 
provides a scratch sheet for you to 
scribble your ideas on. An editor al- 
lows for error correction or changes. 
Print out your masterpiece when 
you're finished, and/or save it as 
part of your portfolio. The package 
even includes an on-disk rhyming 
utility to use if you get stumped. 

For the most part, Poetry Express' 
documentation is good, but it 
should have included more instruc- 
tive information on the disk. Our 
kids found that they had to take 
notes on some of the key informa- 
tion. Also, although the package is 
marketed for c hildren in grades 
2—12 and over, young children will 
have trouble following directions and 
using the software effectively. 

The visual display could have been 
more appealing, and a lot of time is 
spent loading programs from the 
disk. Also, error-correction is not es- 
pecially easy. Nevertheless, this 
verse-processing package makes for 
a fine and thorough introduction to 
the world of poetry. —tow morris 

Easy Graph 

HARDWARE REQUIREMENTS: Apple II 

series. Planned for C 64, IBM 
PC/PCjr. 

manufacturer: Grolier Electronic 

Publishing 

PRICE: $39 

MANUFACTURER S SUGGESTED AGE: 8 + 

Easy Graph not only teaches you 
about different kinds of graphs, it's 
a utility program you can use to cre- 
ate and print simple ones. Even 
youngsters can learn to use Easy 
Graph — there's a complete, easy-to- 
follow tutorial on the disk that takes 
you through several kinds of graphs 
step by step. The documentation's 
question-and-answer format nicely 
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complements the on-disk tutorial. 
With practice material included in 
the package, you can try out various 
kinds of graphs. 

Up to eight different items can be 
compared on pictographs, bar 
graphs, or pie charts (circle graphs). 
The graphs can be labeled if you 
wish. And the process of entering 
your data couldn't be easier — you 
just answer the questions that ap- 
pear on the screen, and voila: The 
computer does the rest! When you're 
done, you can print your graphs on 
a printer if you have an Epson, Ap- 
ple dot-matrix, C. Itoh 851 OA "Pro- 
Writer," or a printer with an Orange 
Micro GRAPPLER+ card. The result- 
ing printout was stunning for our 
younger child and useful for our old- 
er children, who will be able to use 
Easy Graph when they prepare 
school papers and reports. 

The software's only major flaw is 
that you can't save to disk any of the 
graphs you've created. If you don't 
print them, they are destroyed when 
you turn the computer off. Thus, if 
you want to display a series of 
graphs on the computer as visual 
aids for a verbal report, you must re- 
create each graph as you go along. If 
you create an interesting graph you 
would like to show somebody and 
you don't have a printer, you're out 
of luck — a drawback in an otherwise 
excellent package. 

—TONY MORRIS 

Remember! 

hardware requirements: Reviewed 
on Apple II series. Also for C 64, IBM 
PC/PCjr (PC requires color card). 
manufacturer: DesignWare 
PRICE: $79 

MANUFACTURER S SUGGESTED AGE: 12 + 

Remember! does for flashcards what 
word processing has done for typing! 
Use it to create electronic flashcards 
that can even include graphics and 
short songs. In the process, it teach- 
es techniques for memorizing mate- 
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HOW TO BLOW UP 
A RUBBER RAFT 





First, you need a reason to use 
a rubber raft. (That's a snap if 
you've got ZORK* I, the classic 
fantasy story from Infocom's 
interactive fiction line. Because 
you'll be hunting twenty fabu- 
lous treasures while dodging 
every kind of evil under the earth.) 

Next, type in your command: BLOW 
UP THE RUBBER RAFT WITH THE 
AIR PUMP ... But watch it, or you 
might just blow up the raft until you 
blow yourself to smithereens! 

There's no telling what will happen 
next in ZORK I— because, like all of 
Infocom's interactive fiction, ZORK's 




designed so that whatever you 
choose to do makes the next 
thing happen. And you won't 
run out of things to do, either. 
The underground empire of 
ZORK is so huge, your adven- 
ture can last for weeks or 
even months. 

So if you want the closest thing on a 
disk to really exploring an underground 
world, get ZORK P. But brace your- 
self for the action— it'll blow you away! 

iriFoconv 

'It's compatible with almost every popular home computer. 
ZORK is a registered trademark of Infocom. Inc. 



COMPLETE I | 

COMPUTER 1 1 

RECIPE SYSTEM 



A>COOK 



Includes 75 Easy to Prepare Recipes 
and 500 Recipe References. 

You can organize and find all your recipes 
quickly with A>COOK. 

■ Organize recipes your way by setting up 
your own recipe categories. 

■ Instantly recall recipes when you want them. 

■ Easy to use screens help you set up recipes. 

■ Change serving sizes and print combined 
shopping list. 

Plus 500 recipe references from Joy of Cook- 
ing, New James Beard, Mastering the Art of 
French Cooking I. M. Heatter's Book of Great 
Desserts, New New York Times. Plus 75 basic, 
easy to prepare, recipes. With A>COOK you 
will spend more time cooking and less time 
looking. 

Runs on IBM PC/jr/XT/AT & Compatibles; 
Apple lU/cJe; Commodore 64, 1 disk 

Order Now $40. ppd. Send Check or 
MC/VISA/AMEX number with exp. date, 
or call 1-800-645-1188, NYS 1-516-324-2224 
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East Hampton Industries, Inc. 

66 Newtown Lane 

East Hampton, NY 11937 



MONEY 
CONTROL 



CHECKBOOK CONTROLLER 
and EXPENSE FILING SYSTEM 

delivers it fast! 

* Enter, edit and file checks, depos- 
its and general expenses fast! 

* Analyze checks, deposits and ex- 
penses from memory or disk! 

* Balance your checkbook from 
memory or disk and . . . 

With your data in a file on-disk. 
balance for a month, a year, or 
several years!! 

Calculator allows you to 
keep track of three different Item- 
ized accounts and transfer figures 
to your check or expense record! 

Get help, at the press of a key! 

SPECIAL BONUS FEATURES 

Includes clock & calendar capabilities 

For Apple. Commodore and IBM 

CHECKBOOK CONTROLLER 

and EXPENSE FILING SYSTEM 

$49.95 (CA residents + 6% Tax) From: 



BYTES OF WHIZDOM 

6232 Lake Arrowhead Drive 
San Diego. California 921 19 

(619) 697-0992 
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rial more effectively. 

With Remember! you write and 
edit a set of questions and answers, 
storing them as "lessons" on a disk. 
As many as 20 questions (and an- 
swers) can be included in a single 
lesson, and about 30 to 50 lessons 
can be stored on a single data disk. 
A hint may accompany each ques- 
tion — perhaps a written clue, or a vi- 
sual reminder (drawn with the pro- 
gram's simple graphics utility), or 
even a brief suggestive tune. Special 
symbols for writing questions and 
answers in chemistry, German, 
French, Italian, and Spanish are in- 
cluded. The lessons can be edited 
easily and also can be printed out 
for reference. 




The manual points out that the 
very act of writing questions and an- 
swers, and thinking about hints 
helps you memorize the material. In 
studying for his ham-radio opera- 
tor's license, my son found it to be 
an effective aid. 

You can take advantage of a vari- 
ety of study methods. Answer the 
questions with or without hints. 
Work backwards if you like, starting 
with answers and giving the ques- 
tions. You can elect to have the ma- 
terial presented in order or at ran- 
dom, and even use a multiple-choice 
format (automatically created by the 
computer, using other answers as 
alternative choices). 

As powerful and complex as it is. 
Remember! is also friendly — from 
the demonstration program to the 
crisp screen layouts. It's easy to 
switch from one portion of the tool- 
kit to another and get help whenever 
needed. 

Our few complaints have to do 
with its limitations — questions may 
not exceed 79 characters. 19 for an- 
swers, and only 20 questions are 
permitted for each lesson. Hints 
must be all visual, all verbal, or all 
auditory. Perhaps most frustrating 
is that answers and questions must 



be typed in exactly as originally en- 
tered. 

Still, in spite of these few flaws. 
Remember! could very well serve as 
a model for other manufacturers and 
programmers to follow. It provides a 
strategy for study and building 
memory that will come in handy. 
The only question, which you have 
to answer yourself, is whether $80 is 
too much to spend on such strategy. 

—TONY MORRIS 

TAKE 1 

HARDWARE REQUIREMENTS: Apple IIc/IIc 

manufacturer: Baudville 
PRICE: $59 

MANUFACTURER S SUGGESTED AGE: 10 + 

Creating animation is a time-con- 
suming and exacting art. TAKE 1 
simplifies the process and puts it 
within reach of Apple owners. It 
does for the Apple what Movie Mak- 
er, from Simon & Schuster, did for 
the Atari: transforms it into an ani- 
mation station. As simple as the 
process may be compared to the real 
thing, it still took me the better part 
of a morning to make my first com- 
puter "movie." 

The cute demonstration program 
may tempt you to get fancy right off 
the bat. But resist the animated ac- 
robatics at first. Learning TAKE 1 is 
like learning how to use a new, so- 
phisticated word-processing pro- 
gram. The first of the program's five 
sections teaches you to make or edit 
background pictures and actors. 
(For best results, use Baudville's 
compatible drawing program. Blaz- 
ing Paddles.) In the second section, 
actors are made and programmed to 
move. Placed in appropriate back- 
grounds, these actors make up a 
frame. A sequence of frames makes 
a scene; and several scenes make a 
movie. 

It's a little complicated the first 
time through, but not impossible. 
With my help and frequent remind- 




ers to keep it simple, my 9-year-old 
daughter made a movie in an hour — 
a bicyclist racing through the coun- 
tryside to a finish line surrounded 
by cheering fans. She felt comfort- 
able enough to tackle a new movie 
the next day, all by herself. 

For an extra $30 you can get Ac- 
tors and Actions, an animated-shape 
library that furnishes characters to 
use with TAKE 1 . Use this and an- 
other Baudville character disk [He- 
roes and Villains) to cut down on 
some time-consuming tasks. 

You can edit your movie at any 
point along the way, and even the 
finished "take" can be changed easi- 
ly. Most of the instructions appear 
on the screen as needed and a help 
screen is always available. It's the 
few missing commands that kept us 
referring back to the manual. 

Overall, you'll have to put a lot of 
effort and time into this package. 
But what it takes in concentration, 
it returns in creative satisfaction. 

— CATHY FRANK 



GAMES 

Galactic Adventures 

hardware requirements: Reviewed 
on Atari. Also for Apple II series. 

MANUFACTURER: S.S.I. 
PRICE: $59 

CRITIC'S SUGGESTED AGE: 1 2 + 

This amazing game, a sequel to 
S.S.I.'s now-discontinued Galactic 
Gladiators, is the most complex and 
enjoyable role-playing adventure 
ever. It's the first game I've played 
that surpasses the Wizardry series. 
An outstanding combat system, a 
wide-ranging universe to explore, 
and a variety of characters and ac- 
tion, all make for first-rate play. 

You start out by creating a leader 
and choosing from a variety of races 
from across the known galaxy. This 
hero may specialize in handling one 
or more of over a dozen weapons, 
plus have other skills, such as heal- 
ing abilities or star-pilot experience. 

With limited funds, you set out to 
gather other adventurers. Pay sala- 
ried voyagers, use clones modeled af- 
ter yourself, or buy special creatures 
such as fighting robots or skilled 
missile-throwing "Orangaphins" 
(half dolphin, half orangutan). 

You gain experience in a variety of 
ways. Try wandering the streets of 
whatever spaceport you happen to 
be visiting. Buy weapons and other 
tools of the trade, then go out into 
the streets, where you'll encounter 
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other beings. Talk with them to ob- 
tain jobs (use your special skills for 
pay), barter for trade goods, ask 
them to join your band, or fight 
them to build up your combat expe- 
rience and weapon skills. 

If the planet you're on isn't to your 
liking, buy a spacecraft (very expen- 
sive) or fly as a passenger to another 
world. If you dare (and if your char- 
acters are advanced enough), try 
taking a job for one of the four inter- 
stellar government agencies. They'll 
send you on dangerous missions 
where you can quickly rise to higher 
levels of expertise. 

The game is complex, takes 
months to play, and offers the best 
time I've had with a computer. 
What's more, once you begin to tire 
of the adventures supplied in the 
program, there's a first-rate con- 
struction set, which allows you to 
build your own worlds for further 
adventures. This game is a necessity 
for every dedicated adventurer, and 
an excellent introduction for begin- 
ners who haven't tried their hand at 
role-playing games. 

The Hitchhiker's Guide to the 
Galaxy 

hardware requirements : Reviewed 
on Apple II series. Also for Macin- 
tosh. Atari, C 64, IBM PC/PCjr, 
TI-99/4A. 

MANUFACTURER: Infocom 

PRICE: $39 (Apple, IBM, TI ): $34 

(Atari. C 64) 

CRITIC'S SUGGESTED AGE: 14 + 

First came Douglas Adams' brilliant, 
satirical, science-fiction radio pro- 
gram. The Hitchhiker's Guide to the 
Galaxy. Then came a best-selling 
book, more books, a TV series, and a 
soon-to-be-released movie. Now, 
there's a computer game based on 
the original story. 

Who else but Infocom designer 
Steve Meretzky (author of the comic 
science adventure Planetfall) could 
create this difficult but rewarding 



HOW TO PUT A PLATYPUS 
UNDER YOUR SPELL 




No one loves getting wet more 
than a duck-billed platypus. 
(That's pronounced 'plat-i-piis.) 
So if you want to make a platy- 
pus happy in WISHBRINGER7 
Infocom' s amazing interactive Mil 
magic adventure, just type in a magic 
spell: PICK UP THE MAGIC ROCK 
AND THE UMBRELLA. OPEN 
THE UMBRELLA, THEN WISH 
FOR RAIN. 

You'll be glad to have a happy 
platypus on your side. 
WISHBRINGER's packed with 
danger. You'll face sorcerers, 




kidnappers, even a stone that 
grants its owner's every 
wish. In fact, there's so much 
action, your adventure can last 
for weeks or even months. 
■33 Get the closest thing on 
a disk to real magic. Get 
WISHBRINGERf It's a great 
adventure -and a great way to 
learn how to spell platypuses. 

inFoconv 

•It's compatible with almost every popular home computer. 
WISHBRINGER is a trademark of Infocom. Inc. 



A FAMILY REUNION! 



Back issues of Family 
Computing are now available. 
These limited editions offer 
information on software, 
buyer's guides to computer 
systems and include monthly 
programs for all major 
computer brands. 

9/83 Computer Buyer's Guide: 
A Look at Leading Brands 

10/83 How to Care for Your 
Home Computer 

11 /83 Buyer s Guide to Printers 

12/83 The Layman's Guide to 
Word Processing 

Fill out 



1 /84 Review of Coleco's Adam 

2/84 Guide to Programming 
Languages 

3/84 Buyer's Guide to Modems 

4/84 Computers and Careers 

5/84 Review of Apples 
Macintosh 

6/84 Earning Money Using 
Your Computer 

7/84 Buyer's Guide to Portable 
Computers 

8/84 Special: Beginner 
Programs for Adam, 
Apple, Atari, Commodore, 
IBM, TI. Timex, TRS-80 
and VIC-20 

the coupon below and mail it today! 



9/84 


SAT Software 




Buyer s Guide to Disk 




Drives 


10/84 


Buyer's Guide to Printers 




under S600 


11/84 


Software to Challenge 




Your Children 


12/84 


Best-Ever Shopping Guide 


1/85 


Putting Your Finances 




in Order 




First Time - K-POWER: 




The Magazine for Kids! 


2/85 


Computer Care and 




Maintenance 


3/85 


Telecomputing: The Great 




Computer-Phone Link 



FAMILY 
COMPUTING 



Back Issues 

P.O. Box 717, Cooper Station, New York, NY 10276-0717 

List the desired issues of Family Computing below: 

Total Issues: 



1-4 issues — $3.95 each, 5 or more issues — $2.95 each 

Postage and handling included. Payment must accompany order. Please allow 6-8 weeks for delivery. 

_ Enclosed is my: 

Name , , 1 

□ Check 

**T □ Money order 

D..ui:.L-Ji...Me-L-u..* for tOtal $ 



Published by Scholastic, Inc. 
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Upcoming 
Features In 
FAMILY 
COMPUTING 

Make the Most 
of Your Summer 
With Fitness, Music, 
SAT Programs, 
and More 



Creating Your Own 
Games With 
Construction Sets 



Build Math Skills 
With Software 



Are Your Computer 
and Job Compatible? 
Find out. 

July Issue 
On Sale 

At Your Newsstand 
June 18 



WHAT'S IN STORE 



SOFTWARE REVIEWS 

text adventure? As the only surviv- 
ing earthling, you wander through 
the galaxy in search of truth and the 
meaning of life (or whatever passes 
for it amidst the stars). By discover- 
ing how to teleport from a planet to 
a starship, or obtain a "Babel fish" 
from a vending machine (allow at 
least two hours for that), you'll slow- 
ly grow to be a bona fide hitchhiker, 
worthy of survival in the galaxy. 

This is a funny game. But, like all 
Infocom adventures, it often is frus- 
trating. There are many steps to fol- 
low and so many puzzles to solve 
that you should count on at least 
100 hours of game time to finish it. 
Still, if you're willing to tough it out, 
this is one of the best examples of 
interactive fiction around. {See in- 
terview with Adams in this issue.) 




The Ancient Art off War 

HARDWARE REQUIREMENTS: IBM 

PC/PCjr. Planned for Apple II series, 
Macintosh. 

manufacturer: Broderbund 
PRICE: $44 

CRITIC'S SUGGESTED AGE: 1 2 + 

Broderbund shook the gaming tree 
with Operation Whirlwind last year. 



ENEMY SIGHTED 



a real-time simulation of World War 
II combat. Now it's come up with an- 
other approach to military simula- 
tion. The Ancient Art of War is a 
challenging strategic/tactical game, 
good for a variety of skills and ages. 
By using built-in scenarios and by 
fighting against historical opponents 
(Napoleon, Genghis Khan, Alexan- 
der, Caesar, etc.) players can gener- 
ate hundreds of different games, and 
alter existing confrontations. Using 
the construction mode, they can 
build maps, armies, and campaigns 
from scratch. 

Perhaps the game's best feature is 
the superb use of animated graphics 
to represent combat. Characters 



Software only you could love 

You think there's a big market for a program to keep your records EXACTLY the way you'd like them — only 
100 times faster? Not very likely. How about an adventure game with the mad wizards named after the kids in your 6th 
grade class? Forget it. Maybe a really slick program to calculate and print bowling scores — with all those crazy side 
bets YOUR league loves? Don't look for it in a store. 

Design them all yourself. Go ahead. Not "pro- 
gramming" with murky layers of "gosubs" and "if-then^s 
always in your way. Just Program Design — a simple, 
visual, on-screen way to get what you want. Think how 
your idea should "look". Put the image on the screen and 
"play" 'til it's just right. Then let CodeWriter write all the 
computer code. Bingo — your program, your way. 

We have design systems for record keeping, 
adventure games, calculations, education, and a lot 
more. We've sold over 100,000 so far — to people, not 
programmers. Create solutions. Then use them, trade 
them, even sell them (CodeWriter programs ARE yours!) 

A lot of the software you'll love best is still in 
your head . . . 

For $5.00* prove it to yourself. Don , t taRe Qur wQrd for hQW eagy md versatile CodeWriter is. Try it for 
(Nobody believes software ads anyway.) yourself< For $5>00 , we'll send you a Demo Disk that will show how YOU 

f—^wm can create programs for your computer in plain English. Up til now, you ve had to settle for 
DeiTlO Disk ■ software off the shelf. CodeWriter will show you that the best programs for your computer 




Adventure 
^Writer 



CodeWriter Programs arc available for: Atari* Commodore 64*, IBM* PC, PC XT, PCjr and 
compatibles, Apple % ll series. 77 ^Professional. Not all progra ms available on all computers. 



are the ones you write yourself. After all, whose computer is it anyway? 



The CodeWriter Series 



To order your CodeWriter Demo Disk, or for the name of a dealer near you call, toll free: 

1-800-621-4109 

In Illinois call: 312/647-1270 ©CodeWriter Corporation, 1985 



•Plus $0.50 shipping and handling 
Offer expires 12/31/85 



walk, run, fight, shoot arrows, re- 
treat, advance, or hold their ground, 
all in lifelike movements. Playtesters 
actually applauded the first time a 
battle was waged! 

Players should be sure to experi- 
ment with the program before get- 
ting down to serious play. The docu- 
mentation, while fascinating, leaves 
some commands unclear, especially 
during close combat. This is, how- 
ever, a first-rate introductory war 
game. Advanced players may find it 
a limited but entertaining diversion. 
The game has no two-player option, 
but is suitable for team play. 

On Court Tennis 

HARDWARE REQUIREMENTS: C64. 

manufacturer: Games tar 
PRICE: $34 

CRITIC S SUGGESTED AGE: 1 0 + 




As computer-game designers develop 
new techniques and graphic skill, 
sports simulations are on the cut- 
ting edge of their advances. On- 
Court Tennis does for this sport 
what Electronic Arts' One-on-One 
did for basketball. It gives players 
the chance to experience a fair ap- 
proximation of the real thing. 

This superb tennis simulation has 
potential for long-lasting play be- 
cause it's so demanding on gamers. 
One or two players choose from 
among four pros modeled after 
world-class champions, complete 
with their playing styles, attributes, 
and faults. Set match length (one, 
two, or three sets to win) and court 
surface (clay, grass, or hard). The 
joystick controls the rallies — every 
serve and shot can be varied for 
speed, angle, and direction. 

A fast-paced and exciting game, 
On-Court Tennis demands practice 
and dedication to excel. But the bet- 
ter you get, the better the computer 
becomes, so you can't just breeze by, 
even as an expert. As your skills im- 
prove, you'll be able to drive the ball, 
lob shots, slice, and achieve a fair 
degree of expertise in ball placement. 

— REVIEWS BY JAMES DELSON 



HOW TO FEED i ,# 4 
A SEA MONSTER # 



First, locate a sea monster. 
(The best place to find one is in 
SEASTALKERrthe brand-new 
undersea story from Infocom's 
interactive fiction line.) 

Next, type in your command: 
GET OUT OF THE SUBMARINE 
AND FEED THE CATALYST CAP- 
SULE TO THE MONSTER. Then, 
swim for your life! Because the trou- 
ble with feeding sea monsters is, the 
monster might decide to feed on you! 

There's no telling what will happen 
next in SEASTALKER. Because, like 
all of Infocom's interactive fiction, 
SEASTALKER's designed so that 




what happens next depends 
on what yo u decide to do. And 
you'll be doing plenty, too— 
your voyage can last for weeks 
or even months. 

So get the closest thing 
on a disk to going on a real-life sea 
adventure. Sink your teeth into SEA- 
STALKER*. But when you do-watch 
out! —or you might just find out some- 
body has a sweet tooth for you! 

inFocom 

'It's compatible with almost every popular home computer. 
SEASTALKER is a trademark of Infocom, Inc. 



SAVE YOUR 
FAMILY COMPUTING 




Library Binders and Slipcovers 
Hold 12 Issues 

Bound in forest green simulated leather with 
the gold FAMILY COMPUTING logo on the 
spine, these durable and attractive Library 
Binders and Slipcases protect and organize 
your magazines. 



SATISFACTION GUARANTEED OR YOUR MONEY BACK 

Enclosed is my check or money order in the 

amount of (Orders will not be shipped 

without payment). 

□ BINDERS. 



-Ca $7 50 Each 
□ 3 for $21.75 □ 6 for $42. 

□ SLIPCASES (a $5.95 Each 

□ 3 for $17 □ 6 for $30 



ADDRESS. 



. STATE . 



MAIL TO: FAMILY COMPUTING / JESSE JONES INDUSTRIES 
RQ BOX 5120/DEPT. F-COM / PHILADELPHIA. PA 19141 

U S orders allow sjx weeks Delivery Foreign & Canadian orders add $2 50 per un^t 




Make at least twice the 

cost of this software 
program or your money 
back! Guaranteed! 

Learn how to make money. Are you a 

salaried employee? Do you own an 
Apple, Macintosh or IBM computer? 
Money Maker gives you an absolutely 
legal, honest and ethical method of 
increasing your income by hundreds and 
most likely thousands of dollars each year. 

$99.95 • $2.00 shipping 
Free Info: THE PROFESSOR 

959 N.W. 53rd Street. Ft. Lauderdale, FL 33309 
1-800-223-5838 (305)771-6498 
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Free! 



discount catalog $ 

Consumer Supermarket f 
Box 5876 Pompano, FL 33Q7U- | 
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Show us the face of Max the Master Robot. 
And you may win your own talking robot. 

Team up with a friend to defeat Max and his robot raiders in Bannercatch. 

Only a handful of people have ever seen the face of the robot leader Max. Defeat Max and his demon 
robots and you'll join this elite group. And you and your 
teammate can win two walking, talking robots you can 
program yourself. 

You'll battle Max and his robot marauders in a field 
bigger than any you've ever seen. Your team must invade 
robot territory and grab their flag before they tike yours. 
But be careful; Max has devised a fiendish strategy against 
you. And, of course, you can't expect mercy from robots. 

To make things even tougher, Max has taken a vow not 
to reveal his face until you conquer all his robots. Including 
Zweli the Invisible. 

You'll need to learn binary numbers, map reading and, 
above all, how to work with your teammate if you want to 

win. But even if you go down to defeat, you may win two tickets to your favorite local sports event. 
See the package for contest detiils. 

You can pick up Bannercatch where vou buy software. Or write to Scholastic Inc., Dept. EW, 

" 730 Broadway, New York, NY 10003. 

But please remember, only a handful of people have 
.gone face-to-face against Max and survived. 





40 Scholastic 

The MostTrustedName in Learning 



Available for Apple, Atari. Commodore and IBM. 




ACCE 



DIRECT ACCESS is a unique advertising section. Created for 
mail-order advertisers, it serves as the shopping guide for the 
more than 375,000 computer using households reached by 
FAMILY COMPUTING. Each month the newest and best in 
computer related products and novelties can be found in 
DIRECT ACCESS. 



3M DISKETTES 

LIFETIME WARRANTY 

Think you are getting the best price on 3M disk- 
ettes? You're right. . . BUT ONLY IF you're buying 
from NORTH HILLS CORP. 

We will beat any nationally-advertised price* or 
give you a 15-disk library case FREE! 

Call us last-toll free-for our best shot every time. 

1-800-328-3472 

Formatted and hard-sectored disks in stock. 

Dealer inquiries invited. COD's and Visa and 
Master Cards accepted. All orders shipped from 
stock within 24 hours. Why wait 10 days for 
shipment? 



M4 



m. 



North Hills Corporation 

3564 Rolling View Dr., Suite B 

White Bear Lake, MN 55110 
MN Call Collect 1-612-770-0485 

'Verifiable; same product, same quantities. 



EDUCATIONAL 
SOFTWARE 

A very special catalog to help you 
choose the best programs for your 
child's educational growth. Call or 

write for your copy. My Child's 
Destiny, Dept. 13% 70 Grant Ave., 
San Francisco, CA 94108 
♦ (415) 861-3157 ^ 



Software for the 

ADAM 



BU Package 1 

Machine level routines that load into 
SmartBASIC add commands for using 
COLOR (4096 combinations), RE-NUMBER. 
HEX-DECIMAL conversions, & MUSIC. 
AUTO-LOADING D-PACK OR DISK. . . $22.00 



-DIABLO- 



Strategy, planning and control are needed to 
manuever a ball over 232 movable tracks. 
Good use of color, sprites & sound. Written in 
machine language. 

AUTO-LOADING D-PACK OR DISK . . . $24.95 

—BONANZA Package — 

18 programs (about 156K) of SmartBASIC 
programs. Use them; learn from them; enjoy 
them, (by Martin Consulting) 

SmartBASIC D-PACK OR DISK $35.00 

Write or call for a detailed FREE CATALOG 

ADAM and SmartBASIC are trademarks of Coleco Ind. 



Write computer programs at home.. 
BE SUCCESSFUL WITH 
COMPUTERS 

Self-paced, one-on-one instruction 




Unique study program 
includes word-processing, 
bookkeeping, data base 
management, mailing lists, 
inventories, and all about 
personal computers 

No experience needed! 
Learn even before yoo 
decide on a computer. 

Professional, home and 
business applications. 



HALIX INSTITUTE 

CENTER FOR COMPUTER EDUCATION DEPT 52 6 
1543 W OLYMPIC. #226 
LOS ANGELES. CA 90015-3894 

YES! Send me tree information on how I can learn about 
computers and programming at home' 

Name 



Address _ 
City 



_ State/Zip- 



Home is 
where the computer is. 
Reach your target market 
directly. Advertise in 
DIRECT ACCESS. 

To Place Your Ad in 

DIRECT ACCESS 
Call (212) 505-3636 
FAMILY COMPUTING 

730 Broadway 
New York, N.Y. 10003 




LEARN HOW TO 
USE A COMPUTER 

j0*\ Train at home in spare time! No previ- 
i>vL+- ous ex P erience needed! Now you can 

I jjjj^ learn it all! Computer programming. 

computer applications computer 
games, .everything you ever wanted to 
know about computer operation Use 
hundreds of programs already available 
or write your own . budgeting, real 
estate, bookkeeping, expenses, invest- 
ments, interest, taxes, shopping lists, 
vacation planning, addresses, phone 
numbers... even foreign languages and 
graphics. Experts explain everything in 
easy-to-understand language with step- 
by-step directions. Computer included 
with your training... plugs into your TV. 

CALL TOLL-FREE 

1-800-862-6262/E D :r;r 5 

CALL ANYTIME Operators to take your can 
?4 hours a day. 7 days a week No cost No 
obligation No salesman wiH visit 5 
-OR MAIL COUPON TODAY— 
JCS COMPUTER TRAINING. Dept XM055 
Scranton. Pennsylvania 18515 

Age 




City State Zip 

Phone No including area code ( 



GET SMART! 



EDUCATIONAL SOFTWARE 

• LARGE SELECTION 

• DISCOUNT PRICES 

• HOME PRODUCTS 



"ALL 
GRADE 

LEVELS- 



ENCLOSE $1 FOR POSTAGE AND MAIL TO: 

GET SMART EDUCATIONAL SOFTWARE 
P.O. BOX 1067 ROCKVILLE CENTRE, NY 11571 

NAME 




ADDRESS- 
CITY 



.ST_ 



. ZIP- 



□ APPLE □ ATARI □ COM 64 □ IBM □ PC JR 
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EXTENDED SOFTWARE COMPANY 

11987 CEDARCREEK DRIVE. CINCINNATI. OHIO 45240 

(513) 825-6645 



r COMMODORE HI 

| -USER WRITTEN SOFTWARE- 

Supporting all COMMODORE computers 
Written by users, for users 
★ GAMES ★ UTILITIES ★ EDUCATIONAL ★ 



i 

i Our Latest Releases 

I 



C-64 
C-64 
C-64 
C-64 
C-64 
C-64 



Best Of Games 
Best 01 Educational 

Best 01 Utilities 
84 Contest C-64 tM 
84 Contest C-64 U2 
84 Contest C-64 #3 



Vic 20 Best Of Games 

Vic 20 Best Of Educational 

Vic 20 Best Of Utilities 

Vic 20 Contest Vic If 1 



Specify Disk Or Tape $10.00 each 



COMAL ST ARTER PAK -4 d.sk s et - saToo 

Bulletin Board Sys-on Best ot utilities collections 



1 COMMODORE 64™ collect.ons #1 thru 12 
j VIC EC" collections # 1 thru 12 

Tape/Disk $10.00 each per collection 



SERIAL CABLES EMUCSET*! Rc*«t Switch LOC-HTC 



PDI Program Manual $10.00 



Shipping and Handling Charges 

US/Canadian Orders Add S3. 00 <s &% 
Foreign Orders Add $5.00 8^ 
CHECK. MONEY OROERS. VISA and C 0 ( 
° MASTERCARD accepted. No COD s or P.O.t 
Write For A FREE Catalog 

'PUBLIC DOMALV\ LYC 

5025 S Rangelme Rd.. W. Milton. OH 45383 
10:00 a.m. - 5:00 p.m. EST — Mon. thru Fn. 
(513) 698-5638 or (51 3) 339-1 725 



PCjr % 




DO YOU OWN A JR? 

We have what you need 
to make JR a grown up compu 
Software for business, education, 
recreation • plus hardware. The best 
on the market, at discount prices. 



THIS MONTH'S SPECIAL 
EVELYN WOOD DYNAMIC READER 

Will help you double your reading speed 
in eight weeks, with improved com- 
prehension and retention. Requires 80 
column display 64.99 



Send For FREE CATALOG Of 
Other Fine Products 
QUESTIONS? 

Call us. We support what we sell through 
our customer service line. 

O.R.O. ENTERPRISES 

1 14 LIBERTY STREET (SUITE 204) 
NEW YORK. NY 10006 
(718) 646-7048 
TO ORDER: Call or send check, certified check or 
money order For COD please add S2 50 Please add 
$3 00 shipping per item NYS residents add sales tax 
Prices subject to change 




DISKI ITES 



• LIFETIME WARRANTY 

(5EW! GRE ,,igTS! • 100% ERROR FREE 

-.r-rnUr* ^ HUB RINGS — SOFT SECTOR ONLY 



-DISCOUNT 

SSSD Qty. 20 

5 1 /4 SSDD Qty 20 

SV4 DSDD Qty 20*1 



ea 



CI/.* 1 Hl DENSITY FOR $/M 9 
O /4 IBM-PC AT Qty 10 *T 



ea 



Call our warehouse di-ect. 8-4 30 Pacific time Mon Fn (not 
an answenng service) tor immediate segment (why wait 2 
weeks 9 ) on VISA anc MASTERCARD orders Overnight 

defcvery available — can for details 
ShpP«ng S3 50 any ftote Outside Contm 48 States $3 SO 
^* r>us S' per 10 OHkenes CA residents add sales ta> 



818/700-0330^. 



.^Call Collect: 



UADU 1A 9525 Vassar Ave. #FC 
YWIfli i\J Chatsworlh. CA 91311 



Software That Works 
For Generations 

6 Types of Charts and Sheets 
Indices 
User Fields 
Notes, Footnotes and Sources 
No Limits 
Adapts to Your Hardware 
Comprehensive 
Easy to Use 
And Much, Much More 



Send for brochure 
and sample printouts. 

Family Roots in- k^k^l 
eludes detailed 
manual and 2 full 
diskettes of pro- 
grams for your 
Apple II. IBM 
PC, Commodore 
64 and CP/M.' 



Other genealogy soft- 
ware also available. 



Family 
Roots 



American Eiprm. 
Viu b Muirraud 



QUINSEPT, INC. 
P.O. Box 216, Lexington, MA 02173 / (617) 641-2930 



ULTRABYTE 
DISK NIBBLER 



The Ultimate Bit by Bit Disk Duplicator For 
The Commodore 64 and 1541 Disk Drive 



SATISFACTION GUARANTEED 



Return lor refund within 10 days 
If not completely satisfied 



plus $3.00 Shipping and Handling 
MASTERCARD. VISA. CHECK, or M O. 
Foreign Orders or COD Add $2 .00 
„ ox\tt Calif. Add 6 5% IS2.60) Sales Tax 
0*1 BACKUP COPIESS20. PLUS S3. SHIPPING 



• Simple to use. Just load and ruts. 

• Fast. Backup "copy -protected" 
Commodore 64 software using 
me 1541 disk drive. 

• One easy step. No separate 
analysis or error production. 
Formats, copies and produces 
errors all at the same time. 

• Makes up to 5 copies off each original. 

• Copies up to 38 tracks including 
halftracks. Does not "hammer" drives. 

Write or Call 24 Hour Order Line 

ULTRABYTE ( 818 ) 796 - 0576 
P.O.Box 789 La Canada, CA 91011 



^■0. FOR 4^ 

ADAM' 

CHART & GRAPH 
ASSEMBLER 



aut o-propor tions inputs 




Create Pic Charts. Bar Graphs and 
Line Graphs. Ip to ten inputs. Print 
bar graph on daisy-wheel printer. Includes 
manual and data cassette. Specif) for 
disk. Send $ 24.95 to: (OH res. add 5.5%) 

P.O.Box 236, Mt. Gil cad. OH 43338 

ADAM" is a iradrm.jrk of < t>l< < ii luduNinrs. Im 




NOW YOU CAN USE 
YOUR PC TO HELP 
YOU MAINTAIN 
AND IMPROVE THE 



HEALTH 



OF YOU AND YOUR FAMILY! 

The Home Doc series of medical software was 
created by the physicians who are leaders in 
providing software for doctors. 
Family Medical Record - Baby & Child Growth 
Development, and Medical Record ■ Child Health 

Guide Series - Health Education Tutorials. 
All programs are friendly, fun. and informative. 
Available for the Apple II series and IBM 
at $49.95 each 
Write for FREE CATALOG 

COMP DOC 

6538 S. Jungfrau Way 
Evergreen, Colorado 80439 

VISA/MC toll free orders only line 
1-800-824-2197 




T — v wabash t ■ I 

DataTech 



5 



DISKETTES 



Value Priced Diskettes! 
Lifetime Warranty! Hub Rings! 100% Error-Free! 
5 % " Diskettes Soft or Hard Sector - Boxed 

SSSD $ .99 Each* 

SS DD $ 1 20 Each - 

DSDD $1.45Each' 

RDD (Flippy) $2. 19 Each- 
Similar savings on 8". quad density and 
special format diskettes. 
Bulk Diskettes, with envelopes 

deduct 5C per diskette. 
Minimum order - 50 Diskettes. 

Quantity Discounts Available 
Ml Residents, add 4% Sales Tax. 
Shipping & Handling $3.00/100 Diskettes. 
TO ORDER: Call or Write . 

J. Precision Data Products 
P.O. Box 8367 
Grand Rapids. Ml 49508 
II 1616)452 3457 

Michigan 1 800 632 2468 
Outside Mich. 1 800 258 0028 




C.O.D. 



SAVE YOUR 
FAMILY COMPUTING 

Library Binders and Slipcovers 
Hold 12 Issues 

Bound in forest areen simulated leather with 
the gold FAMILY COMPUTING logo on the 
spine, these durable and attractive Library 
Binders and Slipcases protect and organize 
your magazines. 



SATISFACTION GUARANTEED OR YOUR MONEY BACK 

Enclosed is my check or money order in the 

amount of (Orders will not be shipped 

without payment). 



□ BINDERS . 



. <§ $7.50 Each 



□ 3 for $21.75 n6forS42 

□ SLIPCASES Co $5.95 Each 

□ 3 for $17 □ 6 for $30 



CITY. 



. STATE . 



. ZIP. 



MAIL TO: FAMILY COMPUTING / JESSE JONES INDUSTRIES 
RO BOX 5120yDEPT. F-COM I PHILADELPHIA. PA. 19141 

US orders aBov s« weeks de^ very Foregn & Canadian ordm add S2 SOperirv 
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< > N 
ucw IBM PCjr 
~ COMMODORE 64/128 
VV+T* TI-99/4A STS.r' 

G]j? ME 

information 

[1v7]anacement 
laa Wystem 

INTEGRATED HOME DATA MANAGER nith WINDOWS, 

ON SCREEN CALCULATOR, and CALENDAR. 

HOME CHECKBOOK Maintain* Multiple accounts 

f or quick and »a»y analysim. 

HOME ADDRESS BOOK up to 200 rtcordi of 

•ailing data with saarch and labal options. 

HOME INVENTORY provide* valuable property 

information recall and analysis. 

AVAILABLE ON DISK ONLY... *29.95 
CHECK /MONEY ORDER ♦ »2.00 SHIPPING. 
NEW YORK RESIDENTS ADD SALES TAX. 



EEESOFTWARE 

P.O. BOX 326 
CAMBRIA HTS.N.Y.II4II 




ATTENTION! 
Adam Users 

The International Adam Users' 
Group continues to grow. 

The Augment Newsletter will 
continue to offer the latest 
information regarding Adam 
software and hardware. 

The AUG library of public 
domain software is now available 
and is growing. 

For more information and 
membership application write to: 

ADAM USERS' 
GROUP 

BOX P-1 
LYNBROOK, N.Y. 11563 



MAXELL DISKS 

LIFETIME WARRANTY 

Think you are getting the best price on Maxell disk- 
ettes? You're right. . . BUT ONLY IF you're buying 
from NORTH HILLS CORP. 

We will beat any nationally-advertised price* or 
give you a 15-disk library case FREE! 

Call us last-toll free-for our best shot every time. 

1-800-328-3472 

Formatted and hard-sectored disks in stock. 

Dealer inquiries invited. COD's and Visa and 
Master Cards accepted. All orders shipped from 
stock within 24 hours. Why wait 10 days for 
shipment? 



Ma 



North Hills Corporation 

3564 Rolling View Dr., Suite B 

White Bear Lake, MN 55110 
MN Call Collect 1-612-770-0485 

'Verifiable; same product, same quantities. 



C0LEC0 ADAM OUTLET 
Data Pack( Pre/Formatted Adam) $3.95 
Data Pack( Pre/Formatted) 10/S37.50 
Disks (blank for Adam) 10/$19 .95 
Ribbon Cart. (Adam printer) $5.50 
Daisy Wheel -El ite, Script etc. $5.50 
Covers (3) Key ,CPU ,Pri nter $18.95 
Labels T/F-F/F (Address) 1000/$5.00 
PRINTER STAND - Front ON/OFF $22.95 
FREE CATALOG - everything for ADAM 
PACKCf- 
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OPY - Backup data p 
- copy SmartBasic e 
0 - It's here - Th 
challenge - All Grap 
SEMBLER -machine opco 
TOCk MARKET GAME - A 
onal board style gam 
Y HUNTER-Text advent 



Space text adventu 
BUDGET PLANNING 



PERSONAL CHECKBOOK MANAGER 
HOME FILE MANAGER - Gene 
i ng lists etc . pri nts lab 
EBU - SmartBasic- Data or 
tends basic, renumbers t sou 



S&H-$4.50CN 
US $ ' s only 
VISA/MASTER 
We stock what 



M.W.RUTH CO 
510 Rhode I 
Cherry Hill 
(609) 6 
we sell-fas 



ack and/or 
tc. $39.50 
e greatest 
hie $24.95 
de $34.95 
fun & ed- 
e $24.95 
ure $24.95 
$24.95 
$19.95 
$19.95 
rate mail- 
els $19.95 
Disk. Ex- 
nds $21.95 
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Dept.F65 
sland Ave. 
, NJ 08002 
67-2526 
t delivery 



The Leaders in 
Computer Camping 

Since 1980 




ExperCamp offers 7-15 year olds an exciting computer 
curriculum including Logo. Pascal, Robotics. Al. 
Graphics and more PLUS a full recreation program 
Beautiful locations in Santa Barbara and Lake Tahoe 

Call toll free today! 

1-800-824-3349 

(Outside CA 1 -800-235-6965) 

ExperCamp ™ 

559 San Ysidro Road. Dept 
Santa Barbara, CA 93108 
(805) 969-7871 
^^Formerly^ie^rigjna^ 



fkS 



MAIL 
ORDER 
MADE 
SAFE 

Ordering merchandise by mail can be a conve- 
nient way to save time, energy, and even mon- 
ey. It is the best way to buy products that can- 
not be found locally. We encourage mail-order 
buying. We suggest that you read the following 
to ensure that you have a successful experi- 
ence. 

BEFORE YOU BUY: 

• Call the company, if possible. Check years in 
business. Ask for references. Are they listed in 
the phone book? Ask for a contact name to use 
in future dealings. 

• Read the product description. Make sure the 
product offered is what you want. If possible, 
investigate the seller's claim. Find out if the 
product will do what the ad says. Is consum- 
er support offered if you have trouble getting 
the product to function properly? 

• Note the promised delivery or shipment 
time. The seller must ship your order when 
promised. If no specific time is promised, the 
seller must ship no later than 30 days after 
receiving your order. 

• Find out the merchant's return policy. Does 
the company offer guarantees? If it's a third- 
party product, is the manufacturer's warrantee 
valid? 

PLACE THE ORDER: 

• Send complete order information as in- 
structed. Incomplete information may delay 
your order. The 30-day period does not begin 
until the seller receives a properly completed 
form. 

• Keep a copy of your order and the original 
advertisement. 

• Make a note of the merchant's name, ad- 
dress, and the date of your order. (If you place 
your order by telephone, note time and date of 
your conversation and the name of the person 
with whom you speak.) 

• Keep a record of your payment (a canceled 
check or charge-card statement). 

IF YOU HAVE A PROBLEM: 

• Contact the company. If contact is made by 
phone, keep a record of the time and date of 
call and the name of person with whom you 
speak. Follow-up in writing, describing the 
problem. Include copies of the order and your 
payment records; outline any solution reached 
during any previous phone calls. 

IF YOU CANNOT RESOLVE YOUR 
PROBLEM, YOU CAN: 

• Call your local or state consumer-protection 
office. 

• Call the local or state consumer-protection 
office located nearest the company. 

• Call your local Postmaster. Ask for the name 
and address of the appropriate postal Inspec- 
tor- in -Charge. This is a federal authority who 
may be able to resolve such disputes. 

• If merchandise was paid for by credit card, 
contact credit-card company providing full in- 
formation about your problem. Your credit-card 
company may be able to resolve your com- 
plaint. 

• Contact the book, magazine, or newspaper 
publisher that carried, or is currently carrying, 
the advertisement. Publishers can be helpful in 
resolving complaints. 

FOR MORE INFORMATION ON "SHOPPING BY 
MAIL." WRITE THE FEDERAL TRADE COM- 
MISSION. Pennsylvania Ave. and Sixth St. 
N.W.. Washington. D.C. 20580 
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CLASSIFIED 

Give Your Product or Service a Boost 
with Classified Exposure 



family COMPUTING cannot be responsi- 
ble for the accuracy of description, 
but will attempt to screen out mis- 
leading and/or incorrect state- 
ments. 



Give Your Product or Service a 
Boost with Classified 
Exposure 

Cost-effectively reach the more than 

1 million FAMILY COMPUTING 

readers who want information on 
computing and computer-related 
products. 

Active, aware users of: Apples. Ataris. 
Colecos. Commodores. Franklins. 
IBMs. TIs. Timex Sinclairs. TRSs. 
etc.. who have an ongoing interest in 
system upgrade, adding peripherals, 
writing programs, acquiring soft- 
ware, joining data bases, bulletin 
boarding, and accessing you. 
Connect now by placing a classified 
ad for your product or service in 

FAMILY COMPUTING. 

CATEGORIES: 

BOOKS/MANUALS 
BUSINESS OPPORTUNITIES 
CAMPS 

FOR FREEfTO SWAP 
HARDWARE 
MISCELLANEOUS 
'PERSONALS 
SMALL BUSINESSES 
SOFTWARE 
TELECOMPUTING 
USERS' GROUPS 

RATES: 

Cost per line per issue in consecu- 
tive run: 

1 x $16.95 3 x 814.50 6 x$13.60 
34 characters per line, including 
spaces and punctuation 
25 characters per line, including 
spaces and punctuation, in all caps 
or boldface 

S15 additional for all/any boldface 
$10 additional for italic lettering 
25% additional for toned back- 
ground 

'Personals: 2 line minimum. $13.60 
per line 

TO PLACE YOUR AD: 

• Print or type your copy 

• Determine number of lines 

• Decide frequency 

• Send ad with check or M.O. to 

FAMILY COMPUTING 

730 Broadway 
New York. NY 10003 
Attn: Megan Van Peebles 
Or call us aU212) 505-3636 and we 
will help you write an ad with real 
FAMILY pulling power. 
All P.O. Box/Mail Order insertions 
must submit PHONE NUMBER for 
our records. 

Ads received by the 20th of the 
month will appear in the issue ap- 
proximately two months following re- 
ceipt of the ad. 



BOOKS/MANUALS 



ADAM technical manual 2nd edition 
has tape copy pgm. $12.95. P. Hinkle 
117 Northview Rd.. Ithaca. NY 14850 

"How to create a Successful Word- 
Processing Business. " You. too. can 
create a business that is just right 
for you. $19.95 plus $2.50 s/h. 1L 
residents add $1.60 sales tax. Write 
Family Computing Center. 3809 N. 
Sterling. Suite 107. Peoria. IL 61615 

ADAM OWNERS!!! 
Make Backup Copies of Coleco Data 
Pack Programs (SmartBaslc^. etc)! For- 
mat cassettes for ADAM use! Complete 
manual: $5.95 Manual w/sample DDP: 
S8.95. Video Tape (VHS/BETA) $19.95. 
L.O.F.. Box 587. York. PA 17405 



ADVENTURE GAMERS 

Clues & maps to hi res adv. games 
SS'set. Solutions to Infocom's & 
other adventure avail, in 3 popular 
books. Write for free catalog: ASK 
ALICE. Box 198. Guilford. CT 06437 

EXPANDABLE COMPUTER NEWS 
1st ADAM-only publication. $12' 
6 issues. Sage Enterprises, Rt. 2. 
Box 211. Russellville. MO 65074 
THE BEST TECHNICAL SOURCE 
FOR THE COLECO ADAM 
Send $15 for one year/6 Issues to: 
SERENDIPITY PRODUCTIONS 
P.O. Box 07592 
Milwaukee. WI 53207 



BUSINESS 
OPPORTUNITIES 

$$ Make Money at Home $$ 

Our fully detailed booklet tells how 
to make big bucks with your home 
computer. Send $3 Information Age 

Box 3 1 683. Dept FC 1 . Charlotte. NC 2823 1 
Spare time on vour computer can 
earn vou $ $. WRITE OEM ENTERPRISES 
RO. Box 55. Hilltown. PA 18927 



CAMPS 



National Computer Camps. America "s 
1st computer camps. 5 locations 
CT-MD 0H-GA-M0 Free Brochure Box 585 
Orange. Ct 06477; (203) 795-9667 



FOR FREE/TO SWAP 



• ATTENTION RS COCO OWNERS ' 
FREE 24 page CoCo catalog!!! 
CoCoNuts. Box 2 1272. Woodhaven. NT 1 142 1 



HARDWARE 



SUPER DISCOUNT CATALOG 
Hardware, software, accessories & 
much, more! Send $ 1 to UCS. Box 26623 
Indianapolis. IN 46226; 1317) 547-91 1 1 

WANT A PLEASANT SURPRISE? 
Call or write for low prices: 
Commodore. Atari. TI. IBM. Franklin. 
Apple. Corona. & more. All software 
& accessories. Factory-Scaled 
Manufacturers' Warrantees. 
GET PLEASANTLY SURPRISED! 
HARDWARE SOFTWARE 
ANYWARE CO. 
57 13th St.. Bklyn. NT 11215 
(718) 768-3672 Pete Peterson 
ADAM Discount hardware & software. 
Send stamped addressed envelope 
for FREE liver. PATA BACKUP 
Box 335. Iona. ID 83427 
AppleWorks $199. Panasonic Sr. Part- 
ner. IBM. more! Send for cat. 3A. DC A. 
445 N. Pine. Reedsburg. WI 53959 
•ADD A PRINTER TO YOUR TI-99/4A* 

Only $88. Write for FREE catalog 
of HardwarevSoftware: Alpha Company. 
162 Chapel Dr.. Churchvllle. PA 18966 

ATTENTION ADAM OWNERS! We sell HW/ 
SW at unbeatable prices. Now in stock 
modems and disk drives. Cat. 25c Visa/MC 
THE ADAM DEPOT. 419 Ridgway Ave. 
Johnsonburg. PA 15845: (814) 965-2487 

PCjr owners! The FX-500 is a 5W 
368K second disk drive. Completely 
compatible with DOS 2.1. Ready for 
easy installation. $399.95 XETEC INC 
3010 Arnold Rd.. Sallna. KS 67401 



DISCOUNT HARDWARE & SOFTWARE 

Apple. Commodore. TI-99. Atari. IBM PC 
30% below retail. TI ext. BASIC $75. 
Gemini SG 10 $249.Panasonic 1090S209. 
Printer Interface: TI-$69. Atari-$50 
Indus disk drive: Atarl-$239. C 64-$249 
Add 3% s/h. Over 1 .000 software titles 
Send $1 for cat. Spccifv computer 
MULT I VIDEO SERVICES, Box 246 
E. Amherst. NT 14051: (716) 688-0469 
****** MODEMS ****** 

* FREE Shipping & FREE Catalog * 

* Markl $69 MarkX $119 * 

* QubieInt/Ext$269/$289 * 

* Direct-Connect Devices * 

* (805)543-6308.651 Chorro St. 6 * 

* * * San Luis Obispo. CA 93406 » » * 
C 64 Memory Expansion Board brings 
vour limited C 64 memory up to 256K 
Only $190 SASE for details: NEF Inc. 
38 Goodwin Circle. Sacramento. CA 95823 

TIMEX- SINCLAIR 
Mlcrodrivcs. Modems. Full- Size 
Printers. Word Processors. Spread- 
sheets. Data Bases. Business Programs. 
Games. Books, and much more! Send $ 1 
for catalog of over 200 items. 
E. Arthur Brown Company. TS Division 
3404 Pawnee Dr. . Alexandria. MN 56308 
TANDY & TRS-80 
RADIO SHACK COMPUTERS 
Now you can buy NEW computers and 
software at a DISCOUNT. Call us for 
prices. Manufacturers warranty. 
TALLEY COMMUNICATIONS COMPANY 
P.O. Box 193 Decatur. TX 76234 
(817) 627-1017 



MISCELLANEOUS 



T1-99/4A DUST COVERS 
Console $8: PEB $13: S. Syn. $5 
Black/Brown leathcrett. Send MO 
onlv + $3 s/h: Covers Unlimited. 
Box 3039. N. Attleboro. MA 02761 
J CHECK Software for ADAM 
Dust covers for ADAM. 3-picce set 
of softlincd vinyl. In Blk'Brw/Beige 
$15 + $1.50 s/h J CHECK SOFTWARE 
Box 345. Millry. AL 36558 
THE PRIDE POWER STICK 
ATARI, COMMODORE, COLECO, TI 
The small joystick that gives big 
performance. From $9.75 to $19.75 
Pride Electronics (801 ) 298-1814 
725 W. 200 North. NSL. LT 84054 

IN CASE OF FIRE 
Protect your family & computer with the 
ultimate computer lire extinguisher. 
Use the Halon 1111 for safe, clean 
noncorrosivc defense against costly 
fires. All metal, rechargable unit. 
$34.99 includes s/h. Limited quantity 
NORTH MISSISSIPPI FIRE 
P.O. Box. 896 Fulton. MS 38843: 
(601 ) 862-2557 SASE for info today! 

New Home -Computer Cleaning Kit 
Even-thing you need to clean your 
computer safely. Used by thousands! 
Send $3 for info refundable w/order 
Domestick Soap Shoppee. Roosevelt 
Trail. South Casco. ME 04077-0007 

Protect your computer w/Halon fire 
extinguisher. UL listed $44 ^ $6 s/h 
MOSES. Pox 6333. Washington. DC 20057 

ADAM— EPSON— DYN AX— NEC etc. 

Printer ribbons for anv printer 
DELTA MICRONICS 

SASE to: Box 10933. Erie. PA 16514 



Plexiglass Econostand hides unsightly 
wircs815.95 + $5sTiBconoDisk lOpkg. 
SSDD S15 -$3s/h & SOFTWARE SAVINGS! 

SASE ZATOX Box 92 1 . Bronx. NY 1 0462 
DISKETTE STORAGE BINDERS 
Protect your valuable information. 
"Free Catalog" SASE: The Binder Man 
P.O. Box 570. N. Tonawanda. NY 14120 

PERSONALS 



Congratulations Minerva! 
Have a wonderful life together! 
—The Staff 

Mother Murphy: Please send cookies 
immediately. Your forgotten Girls 
HAPPY FATHER'S DAY!!!! 
Love and kisses from your two ador- 
able daughters xxx MVP & RIS 

SMALL BUSINESS" 

CASHBOOK 1 for C 64. Quick & easy 
cash bookkeeping! Includes balance- 
sheet, linancial statements, hardcopy 
options. Disk S39.95 Visa/MC 
Rocky Software. Box 3 1 0. Erie. CO 8050 1 

SOFTWARE 

FUN CHILDREN'S SOFTWARE 

Over 1 20 low-cost programs for kids 
TI-99'4A and C 64. Free brochure. 
KIDware 

Box 9762. Dept. F. Moscow. ID 83843 
ADAM COPY UTILITY — $41.50 
Back-up BASIC & other software. 
Contact: Sage Enterprises. Rte. 2 
Box 211. Russellville. MO 65074 

TI-99/4A SW/HW DeaJcr 
ARIZONA DISCOUNT SOFTWARE 
P.O. BOX 5398. Glendalc. AZ 85312: 
(602) 938-2540 

TI-99'4 A Software/Hardware bargains 
Hard- lo- find items. Huge selection. 

Fast service. Free catalog. DYNENT 

Box 690. Hicksville. NT 1 1801 
FREE catalog of Software/Hardware 
at FANTASTIC SAVINGS! Specializing 
in Apple. IBM. and CP/M. SBCC. 
Box 1 191. Thousand Oaks. CA 91360: 
(805) 492-9391. Specify Apple or IBM. 

FREE CATALOG of TESTED 
EDUCATIONAL SOFTWARE for Apple 
Atari/C 64 TRS-80 CoCoTI-99/VIC-20 
Moses. Bx 1 1038. Huntsvllle. AL 35805 
COMMODORE 64 OWNERS!! 
Rent software with option to buy. 
Low prices and no membership fee. 
Hundreds of brand-name programs. 
Send SI for catalog to: 
Centsible Software 

P.O. Box 263 
Stevensvillc. MI 49127 

Phone: (616) 465-6632 

IBM PC & Jr Software. Free list! 
Paradise Computer Works. R.D. 1 
Box 273A. Newark Valley. NY 1381 1 

SINCLAIR/TIMEX hobbyists: Get 
news. info, hardware, programs 
for serious— advanced applications! 
Send SI (refundable) for catalog: 
THOMAS B. WOODS CO.. 
P.O. Box 64. Jefferson. NH 03583 

WORD MATH: practice math, word 
problems. Grade 4-8: 3 levels + 
answers. Apple II - . c. c $29 WISE 
COMP. Box 2281. Pes Plaines. IL 60016 

Discount Hard/Software TI-99/4A 
Sundisk Software. Box 1690. Warren. MI 
48090: TIBBS: (313) 751-1 1 19 
Tutor with your computer 
Assist in vour children's education. SUN- 
SET DESIGNS. 1815 15th Ave. SF. CA 94122 

r/l 1000 16K OR 64K 
T*Flle homefile manager, all 
assemblv language for fast entrv 
and access of Hies. $10 T-WARE 
40 Aspen. Great Falls. MT 59405 

ATARI — original thinking games for 
kids & adults. For info SASE COGITO 
2206-C Nelson. Redondo Beach CA 90278 
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Give Your Product or Service a Boost 
with Classified Exposure 



CLONE w/UTILrriES for C 64. Duplicate 
protected disks in 4 minutes SI 9.95 
+ $2 s/h. EDUCOMP 2 1 39 Newcastle Ave. . 
Stc. F Cardiff, CA 92007: (619) 942-3838 
C 64 and IBM PC SOFTWARE CHEAP!!! 
Send for your catalog of game, 
home-management, business, utility, 
and educational software available 
and you will also receive a disk 
utility program listing free along 
with details on how to make money 
at home with your personal computer. 
PACEWARE. INC. Box 64-A. 
Pompano Beach. FL 33074 

VIDEOTUNES— Compose and play 
music on vour ADAM 
FUTUREVISION. P.O. Box 34-FC 
N. Billcrica. MA 01862 Visa/MC 
Send for Free Catalog (617) 663-8591 

VIC-20 and Commodore 64 owners! 
We have an exciting line of educa- 
tional software. For free catalogue 
send SASE to: GENEREX. Inc. 
P.O. Box 1269. Jackson. NJ 08527 

ADAM DATAPACKS: NIK Graphics Expcr- 
imcntcr:('"3D" art. Artmotion Graphics 
Rabbit graphics. Art Keyboard, more) 
S39. The Business Graphs Package 
(6 styles. Datafile. Stat. Pack) $29. 
DeskMaster S29. On datapacks add 
$ 1 .50 s/h. Send 44C stamps for catalog 

NICKELODEON GRAPHICS 
5640 W. Brown. Glcndale. AZ 85302 

$ $ Money Maker $ $ 

Increase your income by hundreds & 
most likely thousands of dollars. 
Mon e y back Guarantee! IBM. Macintosh. 
Apple Free brochure. Call toll-free 
(800) 223-5838: in Florida (305) 77 1 -6498 
TI-99/4A Word Processor & Print Pgm. 
Mail List— DC Software Writers. Box 
33565 1 . Northglenn. CO80233(E. B. req. ) 
HOME/BUSINESS APPLICATIONS 
SOFTWARE FOR COMMODORE 64: 
Word. data, mail-label management 
plus home and business accounting. 
3 years in business. Free catalog. 
TOTL SOFTWARE Inc.. Rl. 1. Box 1 166. 
Lopez. WA 98261: (206) 468-2214 

You read about 

KITCHEN PLANNER 

in Nov. Family Computing 

Now. YOU can create a 1- to 14-dav 
BALANCED MENU and SHOPPING LIST in 
less than 5 minutes! Easy to use. 
Compact, store-sized printout. 
Send $29.95^81.50 handling. In CA 
add 6.5%. All Apple lis. Sav-Soft 
Products. POB 24898. San Jose. CA 
95154. VISA/MC. Call (408) 978-1048 



Software at SI over dealer cost. All 
best-sellers. Free catalog: Abbee Inc. 
686S. Arroyo Pkwy #218. Pasadena. CA 91 105 

Supc rS hopper HomcOrganizcr 

Brings your family's daily 
living into the Computer Age. 
Hundreds off applications. 
GUARANTEED. Specify computer. 
For FREE details & BONUS gift 

write now: Dept. 122 
GREEN MOUNTAIN MARKETING 
Box 261067, Denver, CO 80226 
Type fast! 
FasType^" is the fun and easy way to 
learn to type. FasTypc - for TRS-80 
III/4/4P. S39.95/disk. Specify model 
Order FasTypc from: 

Press 'A' Software 
Box 364. Jerome. AZ 86331 

(602) 634-2688 

WEIGHT. LOSS PACKAGE, C 64 
SASE to McDevitt Mlcrodcslgns. 
3223 Goldtree Ct.. Louisville. 
KY 40220. SASE for details 

APPLE-IBM Pay 50% less for software 
GUARANTEED-Busincss. Educational. Games 
SASE to OMEGA TECHNOLOGY 14902 
SE 1st St.. Vancouver. WA 98684 



ADAM SOFTWARE. New for business: 
(Accts. payablc/Accts. reed. /Payroll) 
Also complex home finance, recipe, 
educ. games. SASE for catalog. STEVE 
JACOBY. Box 2498. Clearwater. FL 335 1 7 

Commodore 64 • Timex'Slnclair 
Free catalog — specify computer 
WMJ DATA SYSTEMS. 4 Butterfly 
Drive. Hauppauge. NY 11788 

J CHECK Software for ADAM 

Arc you tired of playing games, and 
want to put your ADAM to work? Then 
you need CHECK! CHECK a BASIC 
program that keeps a record of your 
checking account. Includes: check #, 
amount, date, balance, deposit, payee 
& payor. Features formatted budget 
plans. Data base saves info for easy 
access at tax time. SASE for info 
Datapack $22.50 J CHECK SOFTWARE 
Box 345. Millry. AL 36558 

SAVE 38% on Software !!! 
Davidson's Math Blaster 
Retail $49.95 our price $30.97 Free 
price list. Spccifv Apple. IBM. C 64 
CREATIVE COMPUTER RESOURCES 

Box 728. Grand Haven. MI 49417 
'ADAM* Owners. Great YAHTZEE Game 
Scud $5 to Tom Madttz, 1 14 E. 3rd. 

St.. Apt. 305. Weston. WV 26452 
Learning fun on the VIC-20. Send 85 
for sample disk/tape (refunded on 
order) POOTER WORKS. 2659 Minklcr 

Rd.. Sedro Wooley. WA 98284 

Back to basic education w/original 
programs that build reading skills. 

Ages 2- 1 1 . S 1 0-$ 1 6 IBM PC 
SASE to OBERST FAMILY SOFTWARE 
18814 1 1 1th Pl.S.E.. Renton. WA 98055 
ADAM Software on datapack disk 
Three easy menu-driven programs to 
balance vour checkbook & budget $18 

SASE to: I & T SOFTWARE 
Box 821242. Dallas. TX 75382-1242 

T1.99/4A DISK SOFTWARE 
HIGH-PERFORMANCE SYSTEMS 
JHB Software/Box 920952. Suite 345 
Houston. TX 77292-0952 

3 BIG REASONS TO BUY 
Software From Soft Sourcc R 

1. Top Apple Programs 

2. Games, educational, small business 
(20-40% off) 

3. FREE shipping !! 

Soft Source-R. Dept. D 
Box 2931. Joliet. IL 60434 
US $8 - up! over 1 .000 pc 
famous programs Apple/IBM PC 
busincss/games/etc. Catalog 
US SI. RELIANT. P.O. Box 
33610. Sheung Wan. Hong Kong 

FREE PROGRAMS C 64 - 4 TI-99 VIC-20 
CoCo/IIl/4/MC10mmex. Send stamps! 
Ezra. Box 5222 JU. San Diego. CA 92 1 05 

Educational software for 
your hungry child. C 64/ 
Apple/IBM our specialty. 
Write for ffree pricelistx 
CHILDREN'S MENU 
P.O. Box 175 
Staten Island, NY 10314 
CompuServe # 70057, 1430 
TAKE A BYTE AND SEE! 

• • C 64 SOFTWARE DISK ' • 
Checkbook Balance Program $10 
Checkbook File Program: CreatyEdit. 
Ins/Del & Print Data $20: both $25 
S/K Box 469. Tallmadge. OH 44278 



Rosetta Stone's 9 levels of 
encrypted puzzles will stretch the 
entire family's reasoning abilities. 
Emphasis is placed upon spatial 
pattern recognition and hypothesis 
testing — not speed. Games can be saved 
& restored for 32 plavcrs. 30-Day 
Money -Back Guarantee! $39 95.CA 
residents +6% tax. (64K) Apple II + /c 
HUNT'S SOFTWARE WORKS Dept. A 1 
3658 Charles St.. San Diego. CA 92106 
Exciting original TI-99/4A Software 
Word & graphic games $16/cassctte 
ACE's. 1008 W. 7th. Weslaco. TX 78596 

BACKUP FOR THE ADAM 
Make complete backups with fast all 
machine language program. Allows 
single/multiple file copies. BACKUP + 
for tape/disk, includes catalog/init 
feature, auto fix BASIC for disk & 32K 
copy buffer. Disk $35/tape $38 + $2 s/h 
SASE for Info MMSG P.O. Box 1112 
Broomfield. CO 80020-81 12 



C 64 PUBLIC SOFTWARE 

250 user-written programs (Games 
Education. Business. Utilities) 
Assorted on 8 disks. $10 each or 
SAVE $s and get all 8 for $69.95. 
SASE (large) for F'REE program & list ! 
PUBLIC SOFTWARE INC. 
Box 35799. Fayettevllle. NC 28303 

BIBLE SOFTWARE CATALOG 

Programs for home, school, church. 
Over 70 titles from 21 publishers. 
Apple. Atari. Commodore. IBM. CoCo 

Write for free catalog. 
MANNA COMPUTING CONCEPTS. Box 527 

Dept. FC. Woodstock. GA 30188 
30-minute cassette loaded with 
programs for your TI-99/4A. Only $5 
D. Thompson. Box 481. Adelphi. OH 43101 

ADAM SOFTWARE 
PRINTSHOP instantly prints signs, 
greeting cards, announcements, etc. 
CME offers continual support with 
Money 'Bock Guarantee $9.95- $2 s/h 
SASE for info CME 
P.O. Box 339. Eastlake. CO 80614 

TIMEX 2068— 1st Steps touch-typing 
Solid instruction, challenging, fun! 
Cassette— $18. Riverside Software. 
Rl Box B-20. Orrlngton. ME 04474 

JUST $2 FOR 10PGM LIST. 
BUS., GAMES. EDUC. CK. BOOK. ETC. 
RT 1 . Box 99. Grassy Creek. NC 2863 1 

Organize your life as simply as your 
desktop. IBM. Apple. C 64. SASE toTSC 
1 Mill Creek Rd.. Mentone. CA 92359 

TRS MODELS I, III and IV 

LETTER- WRITER, the A rated Word 
Processor by Software Reports, is 
money back gauranteed. We pay tax 
USA post. Tape $23.99/ Desk $37.99 
Orders (800) 622-4070: info/order 
(916) 624-3709 - Astro-Star, 5905 
Stone Hill Dr.. Rocklln. CA 95677 

SOFTWARE— 10% OVER COST 
Plus . . . 

* Personal attention/advice 

* Unconditional guarantees 

* Fast/reliable service 

For details: Software Buyers Service 
142 Wildwood. Algonquin. IL 60102 

Backgammon A Super Slot, C 64 Disk 

Strategic Backgammon w/doubling cube 
$29.95. Exciting casino Slot Machine 
$29.95. Future Age (404) 235-4948 
3 McCrary Rd. SW. Rome. GA 30161 



* * * ADAM UTILITIES * * * 

Here is the utility package you've 
been waiting for! Uncle Ernie's 
Toolkit will BACK UP your software: 
(SmartEASIC 1 \ SmartLOCXy' . & most others) 
to datapack/disk. with one/two drives 
CUSTOMIZE volume names. HELLO pgm. 
for disk, error messages, etc. SCAN, 
COPY or DUMP any or all blocks. 
$23disk/$25dp. SASE to Uncle Ernie s 
Toolkit. 279 Eastholm. Akron. OH 443 12 

FLIGHT SIMULATOR for TL99/4A 

This is not a game but a realistic 
IFR simulation. TV screen shows 
detailed panel (plus simple display 
to permit VFR Landings). Panel 
includes all flight instruments. ILS. 
MKR.TACH. fuel. Maps. Fast: responses 
within one second average. Only 
equipment needed is cassette & joystick 
Send $30 (US) $32 (foreign) to: 
John T. Dow, 6560 Rosemoor. Suite 10 
Pittsburgh. PA 1 52 1 7 (PA res + $ 1 .80 tax) 
(4 1 2) 52 1 -9385 for info. Visa/MC 

BITE BY BYTE 
A floppy answer to the dabby physique. 

* The first self-contained software 
package for dynamic weight-control 

* A sensible approach to enjoyable 
eating based on proven concepts 

* Tailor to your own individual taste 

Includes disk/manual $40 RSS Assoc. 

6 Sutton Rd. Monsey. NY 10952 
1DM MS-DOS allow 6-8 weeks delivery 

INEXPENSIVE— SENSATIONAL 

Atari. IBM. Apple. C 64. VIC 
List & Info send $10 SASE 
AUTHORS WANTED— Cash. Royalties 
SENSATIONAL SOFTWARE 

135 S. Washington— 2nd Floor 
Tiffin. OH 44883 

FREE APPLE SOFTWARE 

Over 1000 Public Domain Programs on 
50 diskettes. $5 each plus $1 
shipping per order. Send $1 for 
catalog refundable with order. 

C & H ENTERPRISES 
Box 29243. Memphis. TN 38127 



USERS' GROUPS 

ADAM OWNERS 

Join the NIAD users" group for the 
ADAM. Monthly newsletter, free soft- 
ware pgms.. & discount buying service 
for ADAM sw/hw. SASE for Freo info 
NIAD, Box 1114. Lisle. IL 60532 
Attention PC/r Owners!! 
FREE CATALOG!! 
Need to expand your system? 
Join the PC/r CROUP for best 
product selection and support. 
PC/r GROUP (800) 233-2203 

New National Timex Sinclair Users' 
Network (615) 877-6328 TS SERVICES, 
P.O. Box 15214. Red kink. TX 37415-0214 
Join the leading ADAM users* group 

#1 ADAM USERS' GROUP 
Receive "SPRITE CHASER" newsletter. 
Advanced updating, evaluations on 
programs, hardware, technical 
information direct from Coleco. 
Problem-solving — program exchange — 
discount buying service — etc. 
Send $15 for Charter membership to: 
#1 ADAM USERS' GROUP 
Box 3761— Attn: Jay Forman 
Cherry Hill, NJ 08034 
(609)667-2526 * VISA/MASTER— ADDS 1 

EVERT COMMODORE 64 FAMILY 

should belong to this club. 
WHY? For free information, write: 

DISK- OF-THE. MONTH CLUB 
Box 936. Ocean Springs. MS 39564 
• • • • ADAM OWNERS • • • • 
Free datapacks with paid membership 
in ADAM IHF0 X CHAMCI. S 14.95 ♦ $2 s/h 
Monthly newsletter packed with info 
& programs plus 2 Free datapacks 
w ready to run pgms. ADAM- X. CHANCE 
12863 Washburn. Wolcott. NY 14590 
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Professor Corp. 


81 


29 


Protecto Enterprizes 
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Public Domain. Inc. 
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Quinsept, Inc. 
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Scarborough Systems. Inc. 
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Scholastic. Inc. 
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Sierra On-Line 
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Timeworks. Inc. 
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Ultrabyte 
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Unisource Electronics 
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VMC Software 
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Bruce Gardner — Assoc. Adver. Dir. (212) 505-3688 Arkansas. Illinois. Indiana. 
Iowa. Kansas. Louisiana. Michigan. Minnesota. Missouri. Nebraska. New Jersey. 
North Dakota. Ohio, Oklahoma. Pennsylvania. South Dakota. Wisconsin 
Susan Belair — East (212) 505-3587 Alabama. Connecticut. Delaware. Florida. 
Georgia. Kentucky. Maine. Maryland. Massachusetts. Mississippi. New Hampshire. 
New York, North Carolina. Rhode Island. South Carolina, Tennessee. Vermont, Virgin- 
ia. Washington, D.C.. West Virginia. Canada 

Pamela Taylor— Northwest (415) 322-1015 Alaska. Arizona. N. California. Colo- 
rado. Idaho. Montana. Oregon. Washington. Wyoming. Western Canada 
Deborah Currier-Kern— Southwest (213) 471-3455 Hawaii. S. California. Neva- 
da. New Mexico. Texas. Utah 
Telemarketing— (212) 505-3636 



"MOVING?" 

Tell Family Computing 

To change your address please at- 
tach your current mailing label (or 
print your name exactly as it appears 
on your mailing label) in the space 
directly below and enter your new 
address at the bottom of this page. 
Please allow 4-6 
weeks prior 
notification. 



AFFIX 
MAILING 
LABEL 
OR 

WRITE 
OLD 

ADDRESS 
IN THE 
BOX 
TO THE 
RIGHT 



o 



Name 



Address 



City 

MAIL TO: 



3MOV2 



State Zip 
FAMILY COMPUTING 

Subscription Service Dept. 

PO. Box 2511 
Boulder. Colorado 80322 



READER SERVICE 
FREE INFORMATION 

Readers are invited to learn more 
about our advertisers' products. 
This is a free service to Family Com- 
puting readers. Follow the directions 
below and the materials will be sent 
to you promptly and free of charge. 

1. Circle the numbcr(s) on the card 
that corresponds to the key num- 
ber appearing in the Advertisers' 
Index to the left of the advertisers' 
name. 

2* Simply mail the card. Postage is 
necessary. The literature you 
requested will be mailed to you 
directly free of charge by the 
manufacturer. 

3. Print or type your name and 
address on the attached card. To 
receive the requested information, 
you must answer all questions on 
the reader service card. 

4. Circle number 138 on the reader 
service card if you wish to 
subscribe to Family Computing. 
You'll be billed for 12 big issues 
for only SI 7.97. 

5. Do not use the card for change of 
address. Please use subscriber 
service form in magazine. 
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PUT STAMP HERE 
THE POST OFFICE 
WILL NOT DELIVER 
MAIL WITHOUT 
POSTAGE 



FAMILY COMPUTING 

P. O. Box 2795 
Clinton, IA 52735 



PUT STAMP HERE 
THE POST OFFICE 
WILL NOT DELIVER 
MAIL WITHOUT 
POSTAGE 



FAMILY COMPUTING 

P. O. Box 2795 
Clinton, IA 52735 



Right 

Simulator n 




Put yourself in the pilot's seat of a Piper 181 Cherokee Archer for an awe-inspiring flight over realistic scene 
from New York to Los Angeles. High speed color-filled 3D graphics will give you a beautiful panoramic vie 
as you practice takeoffs, landings, and aerobatics. Complete documentation will get you airborne quickly 
even if you've never flown before. When you think you're ready, you can play the World War I Ace aerial battle 
game. Flight Simulator II features include ■ animated color 3D graphics ■ day, dusk, and night flying modei 
■ over 80 airports in four scenery areas: New York, Chicago, Los Angeles, Seattle, with additional scenery 
areas available ■ user-variable weather, from clear blue skies to grey cloudy conditions ■ complete flight 
instrumentation ■ VOR, ILS, ADF, and DME radio equipped ■ navigation facilities and course plotting ■ World 
War I Ace aerial battle game ■ complete information manual and flight handbook. 



See your dealer . 

or for direct orders enclose $49.95 plus $2.00 for shipping and specify UPS 
or first class mail delivery. American Express. Diner's Club. MasterCard, and 
Visa accepted. 

Order Line: 800 / 637-4983 




0 



LOGIC 



Corporation 

713 Edgebrook Drive 
Champaign IL 61820 

(217) 359-8482 Telex: 206995 



IT'S NOT HOW MUCH YOU PAY. 




IT'S HOW MUCH YOU GET. 



The computer at the top 
has a 64K memory. 

It has the initials I, B, and 
M. And you pay for those 
initials. 

The Commodore 64™ has 
a 64K memory. 

But you don't pay for the 
initials; you just pay for the 
computer About one third the 
price of the IBM PCjr™ 

The Commodore 64 
also has a typewriter-type 



keyboard with 66 typewriter- 
type keys. (Not rubber chicklet 
keys like the IBM PCjr.) 

It has high resolution 
graphics with 320 x 200 pixel 
resolution, 16 available colors 
and eight 3-dimensional sprites. 

It has 9-octave high fidelity 
sound. 

The Commodore 64 is 
capable of running thousands 
of programs for home and 
office. And if you add a printer 



or color monitor, disk drive and 
a modem— all together it just 
about equals the price of the 
IBM PCjr all alone. With no 
peripherals. 

So you can buy a computer 
for a lot of money. 

Or buy a lot of computer 
for the money. 

COMMODORE 64' 

IT'S NOT HOW LITTLE IT COSTS, 
IT'S HOW MUCH YOU GET. 



